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А: with the ninja's own journey, the making of this strategy guide was а sometimes tumul- 
tuous trip. That only serves to make the ultimate accomplishment that much sweeter. The 
crew at Top Cow did an amazing job with the design and layout of this book. Since 


Kio Ward is Prima’s first collaborative effort with those talented folks, it would be remiss not to E 
п a special collective shout out to Тор Cow (especially Aaron Michiels, Alvin Coats, Ре 
Steigerwald, and Robin Spehar) from all of us here at Prima Games. You people kick some ™ 
j^ PUBLISHING serious strategy guide butt. As your humble author, I'd like to thank my main man at 
(01 6) 632-4400 EIDOS, Mike Schmitt, whose patience is legendary, апа. islak, who seems 


impervious to silly questions and requests. It must be something in the water over there. 


www.primagames.com 


Closer to home, Sara Wilson did her usual ace job as Proje  Editor—with a little hel 
B from Jennifer Crotteau and Julie Asbury—while Stacy DeFoe kept us all focu 
i b e ee 
and Prima Publishing® are registered trademarks of Prima the standard chaos. Sincere thanks, one and ай, Lai” ee 
Communications, Inc. t Kip Ward — 
© 1998 by Prima Publishing. All rights reserved. No part of this book very special ‘domo arigato’, to Walter and Torayo Nomura and ту, mom, for their assistance with 


may be reproduced or transmitted in any form or by any means, elec- Japanese translations, Kanji characters, and well...with my life i 


tronic 9 mechanical, iy photocop ing, recording, or by any to what Kip said, especially about Sara. To Robin, my pati 
information storage or retrieval system without written permission from hope you're still speaking to me after this deadline...Susanı 


Prima Publishing, except for the inclusion of quotations in a review. 


ral, I owe much to them. Dittos 
eri book and my friend, 1 
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inja: Shadow of Darkness tells the story of 
the young warrior Kurosawa and his 
quest to save his land from the evil cor- 
rupter, Batanaka. Batanaka has broken a 
truce with the help of a legion of demons 
from the pits of Hell. The future is uncer- 
tain. Innocents are slain or turned to evil, 
becoming slaves in the overlord’s dark 
army. As Kurosawa, you face a friendless 
journey to the depths of Batanaka’s : 
domain, and your foes become less human—and more pow- 
erful—along the way. 


Nit: Shadow of Darkness is a high-action, arcade-style 3-D 
adventure, unique while incorporating elements of other 
games you may have played. The controls aren’t complex 
when it comes to combat; the ninja flows into combinations 
of punches and kicks without requiring you devote hours to 
memorizing elaborate command strings. The combat, then, 
pushes the game forward, but it's not purely the focus as 
you work your way along. 


at does become important is choosing 

where to make a stand, and arriving 

with enough in your bag of tricks that you're 

not merely a plaything for the resident 
demons. 


IR where this strategy guide comes in. 


en amount of randomization takes 
place in each level, specifically with 
regard to the contents of certain chests. Big-ticket items— 
weapons, magic scrolls, food—are always found in the same 
places, and so the walkthrough section of this book centers 
on those things as stepping stones through the course of the 
game. This first section gives you a general overview of 
some things to expect as the saga of the young ninja 
unfolds. 


ombat in Ninja: Shadow of Darkness is a rela- 
tively straightforward endeavor, especially in 
the context of the elaborate movement puzzles 
in the game's latter levels. Still, there are a few 
tactics you can apply to almost every foe you'll 
encounter. 


yu find advice for specific monster types and 

boss monsters in walkthrough levels. For 
starters, always take the camera angle into con- 
sideration, and count on the game to make life 
difficult by introducing enemies into areas 
where you'd really rather not be duking it out. 
Structures that obscure your view and camera 
angles that provide a limited scope of the 
action are a part of the game, and you must 
have sense enough to seek higher ground. 


Wie it comes to unleashing combos on your 

foes, you have only to use the punch or kick 
button repeatedly, and the ninja cycles through 
his arsenal of attack forms. Note that you don't 
want to use both types of button—punch and 
kick—in conjunction. That breaks the 
sequence, and you'll only get off the low-end 
type of each attack. 


Е" оп опе enemy at a time, knowing your kick 

is somewhat stronger than your punch, espe- 
cially delivered in sequence. Furthermore, 
some of the foes you face are slightly more sus- 
ceptible to a punch versus a kick, and vice 
versa. Experiment with your foes, and you'll 
quickly learn which attack form works best. 


A your magical abilities increase—as you pick 

up scrolls during your journey—notice that the 
damage you inflict via punch or kick also 
increases. Experiment with punches and kicks 
as your powers increase, and you'll discover 
that sometimes you can eliminate an enemy 
who takes several punches to kill using a sin- 
gle, high-powered kick. You also can execute 
deadly backward flip-kicks and reverse punch- 
es that often kill enemies with a single blow 
when you're packing several scrolls. 


$ with more m one door, 


н and stick dose to it. You 
bad guys as they emerge, 


d the crew coming fro distant. 
door won't get to you at the same 


As much as possblo You TI the An ттт camera angle с 
place to stage a battle. Don't let a bum а long way toward making your bi 
rush goad you into fighting where it's easier. 

hard to see the whole area. 


At least the villains are еу des 
waiting their turn during a bate. Most 
of the time they'll standby while anoth- 
er foe takes the lead, 


As you accumulate magic scrolls, 
fists and feet will burn к magic power. 


Stomp those skeletons “before they 


Wich our back Ш all tines. When 
crawl up and whack your kneecaps. Г 


enemies drop from the ceiling to bar 
your way, there's almost always a bunch 
dosing in from behind. 


s you explore further, resource management 
becomes key, as does discerning which foes 
receive highest attack priority when you con- 
front mixed groups. Certain items—namely, 
keys, weapons, and scrolls—remain on the 
ground indefinitely after you discover them. Of 
course, you'll always want to pick up a key, but 
whether you pick up a weapon or a scroll when 


Monsters displaying distance attacks 4 Я bud KA A А 
are bad news. you first discover it is a critical consideration. 


Keys, scrolls, and weapons rem on You must consume food as soon as 
- he ground indefinitely. Consider whether — its revealed, or it flickers and vanishes. 
иб, you should pick up a scroll or weapon « 


= 


EP ` 
P o б ER 2 pr consider your health. If you're on the ropes—your health at a dangerously low level—you'll proba- 
Ñ : bly want to avoid picking up scrolls or weapons. As odd as that seems, consider that, should you die in 
the immediate future, the weapon or scroll will be lost. You lose one scroll and your only weapon when- 
ever you get killed. Wait until you can find some food, or an enemy drops some, and then double back 
and get the scroll or weapon. That way, you can hang onto those important items as long as possible. 


i5 a mixed group, of course, eliminate the most 

dangerous foes first. At first, you distinguish 

these according to which carries a weapon. As 

the game progresses, your enemies begin dis- 

playing some very damaging distance attacks 
and greater tactical insight. 


s E with distance attacks are far more likely to 
= stand back and blast away at you if other vil- 
Sometimes, of course, i's best to When you have no other option lains are present to keep you occupied, and 

, especially if you can't be certain — timing a leap is a quick way to avoid you simply can’t let them get away with that for 

the magic wil stile. mojor damage. very long. You'll realize quickly which bad guys 
are going to step back and take potshots. Chase 
them down and kill them before they have a 
chance to punish you. 


roughout the game, beginning specifically with 
the first of the Cloud levels, it becomes vitally 
important to watch your step as you fight. 
Precarious ledges are no place for a ninja’s heels: 
One lucky blow from an enemy can send you 
screaming into oblivion. You want wide, open 
spaces for your battles, and, when that just isn’t 
possible, you want to be the one with his back to 
the wall. 


AS avoid fighting near pathway corners and other 

places where the camera angle is likely to 
change. Your enemies have no problem keeping 
you in their sights when the camera shifts 
around, and a moment's confusion on your part 
is all the opening they need. 


ra 


If you must fight near a drop-off, 


Look for wide, open spaces to fight 
don't stand with your back to it. 


from, steering dear of edges and pre- 
carious pathways. 


T camera angle figures more prominently when 

you explore—especially in terms of surviving 
some of the game's more complicated move- 
ment puzzles. When you must make a jump, 
walk to the edge of the ledge in question, and 
wait to see if the camera angle changes to 
something more in keeping with the task at 
hand. 


Proceed slowly as you cross long 
bridges or walkways. Odds are the cam- 
era angle will change at some point. 


Me than just leaping from one place to anoth- 

er, the ninja is often tasked with displaying a 
sense of timing and an appreciation for his 
abilities and limitations. The timing puzzles 
can be the most perplexing, especially as you 
confront each for the first time. Watch for a pat- 
tern, and don't rush through an obstacle if 
there's a safe area that will allow you to stop 
and reassess the situation. 


Learn to adjust your {еш in 
midair. Keep pressing the directional 
arrows in flight, or ү lose momen- 
tum and drop straight down. 


À: you explore, one of the most helpful things you can do is study each area for 

a certain telltale sign, an indication that something valuable lies concealed 
nearby. As you come into each new area, you may spy the slightest twinkle in 
the air. It lasts for maybe half a second, and then repeats every five seconds or 
so. If you're in a hurry, it's easy to miss. Of course, we try to point out most of 
those hidden items in the walkthrough, but sometimes there are so many in a 
level we couldn't mention them all. 


T: good news is some patterns are easy to recognize. The candles in the 
Monastery Interior are a case in point. If there's a candle, you can bet there's 
a coin inside. Other levels display similar patterns, so consult the walkthrough 
for other examples of signs. 
pm 
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Walk, don't m and the ninja will 
stick to the path like glue. er 


As you progress, tra 
етю increasing midair 


Some fitum. shift in gue, fur et for hidden items in lights = 
ther complicating trajectory. Study er fixtures. Sometimes the payoff is 
situation before proceeding. р better than small change. $ 


кси 


Other valuable treasures may lie - ways choose the combat 
hidden behind false walls. The but staying aware of your s 
texture will differ slightly from ti ү: е 
the surrounding area. 


pe Du tat 


[ the broad category of traps, there are some 

unique obstacles within Ninja. There are also 

types that occur throughout the game, and that 

you should always be on the lookout for. 

Certain types of traps, for instance, are unique 

to chests. Those include exploding chests, 

spiked chests, and the hideous homing-missile 
chest. 


Е you do get nailed (or spiked), Study the fining, and look for safe 
advantage of your brief period of areas in the midst of dangerous obstacles. E " 
Inerability to get clear of the trap. eadly obstacles are those obvious impediments 


to your progress you must overcome with tim- 
ing and agility—and nerve. 


С“ in the habit of opening chest with а semicir- 

cular ninja motion. That way, if a chest is 
trapped, you'll have an instant to evaluate 
what's happening—the inside of the chest is 
dark or perhaps glowing—and head away from 
impending insult. 


Back off a short distance whenever | e small green bottle is a unique example, 
you open a chest to avoid unpleasant because it's easy to mistake it for a potion and 


surprises. snatch it up. Those types of chests usually wait 
in a relatively empty room as you enter, tempt- 
ing you to run over and open them before con- 
fronting enemies. When he picks up the bottle, 
the ninja glows green for a few moments, and 
during that time he can't attack. Very bad. 
Monsters also drop this bottle during combat, 
and it's very tough to avoid scooping it up in 
the melee. Break from the pack until the 
potion's effect wears off 


s m X "#7 With patience, you can overcome 
‚ These. chests "^to seemingly hopeless obstacles, 
spikes pop out. "SUE ig Warrior... 


zles, avoiding blatant 
ut patience. As long as 
ril, study the situation 
5 | t itself. Of course, the 

ough section gives you the benefit of our 
rial and error, and alerts you to bad things 
that may lie out of view * the far side of a trap. 


ing to happen. Picking 1 Ў 
you temporarily incapable of 


e ninjas magic spells are his 

LÀ most powerful and versatile 

Weapons, and thus scroll and 

` magic potions are some of the 

‚ game’s most valuable items. 

| Never pick up a scroll when 

your health is at a dangerously 

a low/level; you lose a scroll each 

К у time you die. Its better to wait 

until after you find some food— 

ог feel death’s icy touch—and 

1 3 then come back to claim the 
prize. 


у 
В K 
AA Ой may notice that, if you pick 
у 


ир а scroll with your magic 

meter at full strength, you get a 

aw point bonus. Occasionally, 

foward the end of a level or 

7 when you're about to cross 

P some obstacle that prevents 

doubling back; you'll want to 

collect. the scroll for its point 
Я p value. 


- 


е: | otions are rare, so don't go crazy 


| 
` 
throwing spells, especially early 
РА : і d^ in the game. You can count on 
عو‎ «е finding two ог three рег level, 


except in the Hell levels, so 
stockpile early; then you can use 
a few as the situation warrants. 


Ц” your life is in serious јеор- 
ardy, try not to use any spells for 
the first couple of levels. Use care 
in collecting hidden items, perhaps 
buy a potion or two in the store 
between levels, and you can pace 
yourself to have plenty of magic for 
the duration of the game. Even 
when you have few scrolls, but 
plenty of potions, you can use 
magic to knock foes from high 
places. It's a cheap kill, but they 
wouldn't hesitate to topple you off 


of an edge if they had the chance. 


vil out- 


is be 


noting that the second- 
s a limited area of effect. 


a ealth waning;a ... 
ine og n О Мите, d 


proximity will 
‚so proceed with ‘aah 
ey 


T main reason to hoard magic is so you can 
unload it with impunity on the boss monsters. 
Life is so much easier if you can stroll down to 
Hell and reduce a boss to a whimpering pile 
with a few choice bursts of awesome power. 
Otherwise, you spend so much time being eva- 
sive that it's hard to get an attack in edgewise. 


7 =o s А s: 
The best use for magic is to make- Remember that second-level prox- Of course, bosses also display magi- В А 
quick work of the games boss топ.  imity effect. You must lure a boss in fo cal distance attacks. IF the "hos it f course, the boss is looking to deal you a harsh 
u, slers. make sure he feels the heat. headed үш wy he's probably about blow in return, but notice that, just as when a 
ae j to unload magic from a distance. trap gets the best of you, the ninja is temporar- 
de A» e ily invulnerable as he casts a spell. To that end, 
MTM ON E you can throw a spell as a monster attacks and 
BAR як, actually escape some damage while inflictin 
ES y p 8 8 
E some on the monster. 
a aeu 


wr it comes to magic power, the watchword 
is prudence. Hoard it. Conversely, although 
you do collect a good point bonus if you pick 
up a potion while holding the maximum of 
nine, that’s just not as exciting as throwing a 
spell, so try not to walk around with nine in the 
bank. The next chance you get—the next good- 


<< vat The first-level magic spell is a con- Опе of the worst things you can do An overwhelming number of foes sized group of foes—go ahead and throw that 

.. eentrated burst that inflicts a decent is waste magic, es шу en a little deserves a harsh blast of magic power. spell. Odds are there’s a refill up ahead and, 

° ‘damage on several f е patience might net better results. when you find it, you'll have to pick it up. 

: Unlike scrolls, the potion itself flickers and 
ishes after асоцре of seconds. 


e ninja's arsenal is an awesome thing, and 
that's probably why weapons are few and far 
between. As with scrolls, don't go picking up a 
weapon with your health in a precarious state: 
You lose your weapon when you die, and their 
rarity makes them even more precious than 


sans ALO pe ir : йй 
Е " Even the low-end weapon, the Sai, The damage your weapon does ped Staff only 
Buying a weapon between levels is one of the can add plenty of extra punch fo your increases dramatically with jm scroll hr sale. 


best things you can do to improve your attack. you acquire. 
chances in the immediate future. The enemies 

you face as each level begins don't expect you 

to come in heavily armed. 


Мз notice quickly that a weapon dramatically 
increases in power the more scrolls you have 
on your magic meter. You can mow down most 
foes with a single swipe, and hack your way 
through even the largest horde in short order— 
perhaps preserving magical resources for times | 
when your hands are empty. ч a 
The Staff's magie attack is supremely Using a weapon's magic att 


suited for slashing hordes of ethereal skele- takes a few seconds of warning. 
fons. weapon must power up first. 


E* weapon also has its ow! 
you may not want to use 
draws on your health when 
you can usually do all the 
applying the blade to the ba 


е exception might be the 
doesn't do much more да! 


minimal. In ascending order, the powe 
Mace, Staff, Axe, and Ultimate Swi 


N= pick up a weapon that 
you're holding. 


É MS 


The Sai packs a — magic 
punch, and drains less № energy than 


ЫА other weapons. 


Tue are a couple of things we want to impart as 

the young warrior begins his long journey. 
Some are integral to the Ninja experience, 
some are obvious once you've played awhile 
(but why not know up front?), and some are 
downright amusing. 


some kind of hideous tati Wr cially at the start of the game. tion, and don't go buying a weapon 


Watch those >: . varia _ Watch out for beehives in the trees, Refer to the weapon list in that sec- 
а пої always so obvious. worse than the one you have. 


pr of all, the game has a handful of cheats, 
including a level skip and an invulnerability 
code. You can execute the level skip only at the 
very beginning of the game, the first time the 
game checks the memory card. If you try it after 
using the Load command from the main menu, 

š it won't work. The first time the memory card is 
¿> My, what a big head you've got ...The How do you like me now? checked, hit L2 three times and then R2 three 
Big Head code is actually kind of cool. times. Now, when you start a game, you'll be 

' asked to select a level. 


The invulnerability code is activated from with- 
in the game. Pause the game, and then press 
L2, R2, L2 three times, R2 three times, 
© А, Ш, Ө АШ. You should hear a chime. 
Unpause the game. You're now an invulnera- 
ble skeleton with full health and unlimited sup- 
plies. If you pause the game and enter the same 
code again, you'll revert back to a ninja, but 
with a full stock of health and magic. 


A of other codes to impart, and this one's a 
personal favorite: At the end of the Catacombs, 
when you face the big spider boss, pause the 
game and press L2 three times, R2 three 
times, À six times. A big chest falls from the 
sky and smashes the spider. The chest is full of 
gold stars. Way satisfying. You can use the 
same code on boss monsters. It has the effect 


Ü 


Oh, yeah—1-Ups can fiy. dose 


„If you n" a chance to buy a 1-Up, 


fou'll also get a chance to buy a Бу when one is revealed, or it will float of reducing their health to a minimum. 
continue (for a high, high price) toward serenely off to points unknown. Picking 
an ofthe qune. up о -Up when you have nine lives And one last code—the infamous Big Head 
maxes out your health. 


mode. At the start of the game, when Press 
Start displays, press Select three times, L2 
three times, Select three times. 
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Forest level is a linear little excursion 
that introduces many of 
the traps and move- 
ment puzzles common 
in the early part of the 


ў дате. As уои explore 
тп the starting point, move Dont venture under the beehive. the forest, pay particu- 
slightly left and jump up to shoot the Proceed down the path. Open each chest lar attention to the ben- 
scroll out of the treetop. cautiously, and don’t overlook the squirrel. efits of fighting in wide 
Open spaces: a prudent 
leap can help keep 
Kirosawa from being 
unpleasantly mobbed. 
Use your knives when- 
ever possible to inflict 
damage from a dis- 
tance, and get used to 
з scanning the scenery 
for the telltale flicker of 

“оок left through the gate and hidden items. 
deal with arriving peasants. The The hardest part of 
nearby chest holds food. the Forest is learning 


the nuances of jump- 
ing to a moving plat- 
form. Remember, you 
must hold down the 
directional controls to 
maintain your momen- 
tum in midair, and use 
the ninja’s shadow as 
a guide to happy land- 
ings. 


—< When the last enemy falls, the 
jest containing the key to the near- 


One of the woodcutters guards 
the gate. A chest with the key 
appears upon his demise. 


oodcutters knock them down. Keep a distance until they regain their footing, 
and then move in for another round of combos. 
The downhill run with the logs rolling behind you also can be a pain: jump backward as soon as the 
log appears behind you, or it may catch you in midair. You should only have to jump backward о’ 
single log before reaching each pit on the downhill run. There are two pits to leap across, £a uc 
ond is bear-trapped at the far side. y 


can be nasty on a young ninja T they come up Swinging after you 


NW hen you spy the woodcutter DN hack the woodsman and 


atop the log pile, a more immediate look out for reinforcements. the bear traps in the grass below. 
threat comes along the fence nearby. 


„ap from the ledge to avoid 


Three peasants guard 
point at the bottom of the 


Toon the spinning blade to 
open the chest, and don’t overlook the 
hidden items in the small area nearby. 


trio of spin- 
ning blades 
down the 


small plateaus _ 
can cut a nin 
down to size in 
big hurry. We 
until the first one | 
spins beneath you, 
and then drop down to 
that area and run 
behind the blade to the 
edge of the area. Jump 
from that edge and lean 


around the сое anay Follow the first spinnini m 


5, ring is a little too ux the squirrel 
xpect peasants and wood- before leaping the bi 
rs from the tree line ahead. the chest. n 


from the spinning blades— 
and you should be able to Me. ed aroung 
make it unscathed. | 
You сап avoid the 
swinging spiked log guard- 
ing the chest with the magic 
scroll by leaping the trip 
‚wire, si you screw it up, 


Же a note: if you're going to Dispose of a trio of woodcutters Another ch 
ip this trap, stand far to one side. beyond ihe magic scroll. (The third chest holding fi 
arrives when the first two perish.) 


„бок right as you wade into Wa carefully along the par- 
| the water, and stick it to the crab tially submerged path, disposing of 
э from а distance. the crustaceans from a distance. 


tury past the two fish after ‚Ak the end of the pathway, leap 
they leap the walk. Stick to the cen- to the moving platform and ride it 
ter of the path. across. 


“Beyond! he leaping fish and the 
waterfall waits the key to the nearby 
gate. 


and then quickly across, as each 
mall section collapses. 


AS 


Outside the gate, shoot down Scour the area immediately 
the path to uncover hidden power- beyond the gate, and don’t overlook 
ups. When you claim them, а bee- the coins hidden in the wall. 

hive drops from the trees above. " 


gated area where the green- 
and blue-clad bad guys 
wait gets ugly along the 
long pathway to the left. 
As it starts to rain, light- 
ning begins striking the 
earth, with little sparks on 
the lawn as a last-minute 
warning. If you're walking— 
or ready to reverse direction 
on a moment's notice—you 
can usually avoid getting lit up. 
Expect the minions to try to dis- 
tract you, however, and don't be 
shy about falling back when bad 
guys appear. Charging forward in 
this area is the quickest way to a 
spectacular death. 


prioras’ 
í 


Once it starts raining, proceed 
with caution. The small sparks sig- 
nal impending lightning strikes. 


watery area demands you pay close atten- 


tion to the submerged path: 
unfortunately, Kurosawa was 
absent from ninja school the 
day they covered swim- 
ming...Walk cautiously, and 
shoot the crabs from a dis- 
tance. The jumping fish are 
little more than a nuisance 
unless you're walking near 
the edge of the path when 
one tags you (pushing you 
into the drink). 
When you make it to the 
path across the moving 
platform, continue in a 
straight line and dispose of 
the crab, but do so conser- 
vatively. Shooting the 
rocks in that direction 
releases a 1-Up near the 
far end of the path. If 
you're fighting from a dis- 
tance its hard to reach 
the big-ticket item before 
it flies away. The trick to 
leaping the two collapsi- 
ble platforms is not to 
land too near the far 
edge, or you may run off 
them into oblivion. Try 
to hit the small plat- 
forms dead center, and 
jump very quickly to the 
stable pathway beyond. 


Dhent 
bottom of the 
to the incline 


3 wonder if they'd share their „trip wire guard 
campfire? Probably not. Dispose of it stops rain- 
the minions to reveal the gate key. Í 


вай of making th 
the next platform, $ 
behind the waterfall ani 


Gross the log and head to the 
right to foil r cookout. 


the platforms that pass 
also must be mindful o 
Inch of villains to com 
f the resident rabble ge 


ter, you'll find he’s relatively в 
id get out of the way when het 
d it's easy to let loose with a barrage 
beast as it counterattacks. Rinse and repeat, 


A nasty mob waits in the open 
platforms, and fight for the key in area flanked by huge trees. 
the chest before doubling back. 


Continue across the moving 


Proceed with caution: trees Beyond the gate, the first boss monster 
topple across the path. bars your way. Circle around the slow beast, 
А. and pluck away with daggers. 


Watch out for the monsters 
tail, as well as its magic breath 
attack. Note that power-ups are hid- 
den high in the trees. 


When the big beast topples, he 
drops a serious chunk of change, as 
well as the key to the exit. 


Dont forget to claim the power- 
ups from the trees if you didn't have 
time to nab them during the fight. 
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e better part of val г s well as ай imptessive gauntlet and 
s of ethereal skeletons—drive tl 1 ; ) / at lie ad, but 
re reason not to rush he: ç 


the close- -quar ters fighting. 


Proceed with d € manam Side of the 
ар: ul of booby traps. 
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Move to the right at the top of th i ight a ike the ma croll >, As the skeletons emerge in the 
stairs, and leap across the alternati " n g of : м ourtyard, charge up the steps on 
currents. : ¢ 3E М we he left to assault another wraith. 


» Once nomme. qu return TT aci V kway 
‚ to the courtyard elowandbreak — ' 1 y re wraith trouble. 


“arca be ona the у gold g 


үр u fight nt the tomfbstones, be sure you d e inadverten 
pi "t. want th at 1-Up floating sp te ne d you sure! 


“al 


Backtrack toward the huge monster, Circle left of the screen, pausing to 
ready for more wraiths en route. ^ open the chest, and locate the gold 
» gate. 


Dispose of the crowd beyond the gold 
«gate, and then shoot the first tomb- 
stone on the left to release a 1-Up. 


E iths) bey Т 
the columns for cover. 


the bringe món: 


| overcome them easily. 
ing in. as between c e e 
AS you encounter mixed groups of 
should remain Number One on you 
and hurl agic at you while the skele! 
& y 


À discreet chest near the stacked boxes 
holds a large sai. 


Shoot the tombstone immediat 
right of the boxes, and the bai 
explodes. Don't stand too s 


е area's 
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е. k $ 
he second one—can be intimidating, but 
sticking to one side of each bridge and 


and wraiths in abundance, the wraiths 
il with them quickly, they'll stand back 


"Ihe first brid 
tively slo 
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orc wraitl 
end of the 
them raises a 
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| Steel key in hand г An explosive v ies 

courtyard an LO e z ^ ¿steel gate. Retreat after tripping the 
" trap. 


whe ves, use the statue of 
1 y `hests quickly. Two may be C only the chest with the 
+ homing miss Š uch grief: You tend to оре! time the invulnerability 
+ wears off. The t trapped chest is one of those poison р s Kirosawa from attacking 
robably won't be battling endless w: , anyway. Subsequent waves 
eventually drop r coins, but you must weigh the ris! ng battle against the reward. 
| In the final analysi 't much of a living. h 
" í 
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y », You сап overco e the imy chest in the center of the far wall contains | 
gauntlet one obstacle at a time. sty ninja-seeking magic missile. Don't 2 
ij, Pause in the safe areas. А d ашеоЁ | to fight the skeletons! — ‚5%, : 
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Gold key in hand, inch your way back 
` through the gauntlet and past the ickly, but 
‘checkpoint beyond the bridge n the flailing lil 


After dealing with the spiders and 
skeletons below, venture upstairs, 
cautious of the boxes. 


Three spiked sections guard another ` 
gold key chest. Approach the area at 
a walk. 


Ü din to the last cou г. tiles is straight rward. н it nee 
know that killing the $ > the key Аа ing the locked PEN he e inner Courtyard 
rob the first Sl | 


1 1 1 qui y with the villain who rush 
from behind as you e ° ast if ed, yor can droj bide the 
away at the Я a fa ter E Е than facing all 


ite lies dead ahead, 


ust trigger the к 
versing the tunnel. ^ 


lit the checkpoint and a left in- Ba 1 T Disposing of the villains in the outer 4. 
ront X the ү gate. “ | wo m area opens the inner courtyard. — — 
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There's a magic scroll in th i After winning the battle, creep carefully 
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The Monastery Exterior is mostly about combat, although it includes one nasty little 
movement puzzle just to make sure you have the hang of the game’s jumping parameters. That 
puzzle—the one with the three moving platforms above the bottomless pit—invariably costs a 
life or three the first time you try it. I recommend you start in the other direction; a weapon lies 
across the other, easier-to-negotiate pit. However, you may want to experiment with the platforms 
| a bit m It's early in the level, and after you have the platform trick dialed, if you die, you can 
always reload. 

— Also, with the platforms in mind, you pops don't want to pick up the weapon you find if 
you're already canying one You can get back to the weapon easily after you've gotten over the 
короп and back again, thereby preserving the weapon for the final battles of the level. 

inally, watch out for the big, baggy-pants monks that show up for the first time toward the 
end of the Monastery Exterior: They have powerful distance attacks, and will back away from the 
fray to unleash their magic. Get them before they have that chance. 
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Watch your back as you Two chests appear. The left one Beyond the gateway, enemies As yon approach the pit, a 
approach the guards outside | holds the key to the gate. The close in from all sides. walkway appears at your feet. 
the gateway. As soon as the other contains food, so leave it Dispense justice, and then If you stop and look to the 


guards activate, a peasant alone unless you're in need. head to the left. right, you'll spy a sparkle. 
rushes you from behind. 
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To claim the prize, jump for You can claim another hidden Clean up near the check- Beyond the gate, a 

it. A small section of walkway | prize a little farther along the oint and a chest appears. wave of peasants is fol- 

appears to catch you. path, although you must be a lit- t holds the key to the lowed by samurai from 
tle more precise with your leap. nearby gate. the doorways. 


1066 the pit where the 


walkway appears under your 
feet, you'll soon discover the 
weapon in the room below the 
grating. Remember to ignore it as long 
as you have one in hand—and perhaps 
even if you're unarmed, as long as your 
magic power is good. The deciding fac- 
tor in claiming a scroll or weapon, as 
you're learning by now, is the State of 


your health: If you're clinging to life, | | hen the last enemy f. Р х 

a + ; y falls, Downstairs a trio of peasants 
then wait either until you die or your the grating opens in the floor | waits, as well as food and a — 
health is restored before you pick upa of the small area. weapon in the side-by-side 


good weapon. chests. 
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А pressure раа іп the corner 
of the downstairs room lowers 
some spikes from above. Say, 
are those lights twinkling? 


df you killed all the bad guys i 
back upstairs, a valuable 
chest appears at the exit. 


If you're armed, consider 
leaving the weapon in the 
right-hand chest for later. 
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Beyond the lowered spike Let sleeping dragons lie until Stick to the edges of the court- | 
barrier, another group of foes you dispose of the other foes yard to plink away at the 
guards a courtyard entrance. in the area. Stay off the grass! | monster from relative safety. 


key to beating the twin dragons lies in knowing the 
fines them: They won't pursue you into the perimeter wa ү With that in mind, stick strict- 
ly to the outer walk to fight the minions; a corner near one of the doors works quite well. Don’t 
even chase a power-up that lands on the courtyard grass unless you want to awaken the beast. 
You'll hear each dragon mewling when it's alerted to your presence. Then you can expect it to start 
ee bolts of dragon breath in your direction, and you must change position to see when it’s about 
to blast you. 

А long аз you can see the bad breath coming, you should be able to leap the bolts and keep 
fighting from the perimeter. If you close in and try to whack the dragon on an exposed side, it rolls 
over and squishes you under itself, doing considerable damage. 


ү! lawn in the two courtyards соп- 


| When the beast rears on its With good timing, you can ; As soon as the creature A goodly chunk of change, 
hind legs, get ready to leap. avoid the dragon’s breath attack. begins to curl up and die, as well as a gold key, gets 
The closer it is, the quicker If you get tagged, the chest in rush forward to gather the coughed up upon the 


you must be. the courtyard holds food. goodies. dragon’s demise. 
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The dragon’s death also Open the chests below carefully, Make your way carefully Use the gold key to open the 
unseals a grating in one shoot the lamps, and return across the walkway, back large gate. You need another 
corner of the courtyard. cautiously to the upper area. toward the level start. key to proceed in that direc- 
tion, but a checkpoint lies 

immediately inside. 


$ we noted, the moving platform puzzle can be а ninja-killer, and you really should have 
taken a few minutes to familiarize yourself with it right at the beginning of the level. The cam- 
era angle makes een Dark across tougher than getting over the first time: You must be 
close to the edge to see the slow-moving platform, but jumping from so close often overshoots 


our hero. Be ready to ease back on the momentum when you see the shadow appear on the 
platform below. 


The second movement puzzle | As before, fight your way into When the coast is clear, the 

is a little trickier. Notice that the small area, sticking close grating opens to another 

the central platform moves to one door so foes arrive in small downstairs room. 
smaller waves. 


only halfway across the pit. 


The chest near the down- Now, fight your way to the The near-right corner provides 
stairs pressure pad holds second dragon’s courtyard, and | a good perspective when it 
a magic scroll. stay off the grass while you dis- | comes time to drop the dragon 


pose of peasants and samurai. and claim another gold key. 


Getting back across the moving 

latforms is harder than the 
initial trick. Be ready to adjust 
in midair. 


fied tombstones, on either side 
of the ramp guarded by two samurai, there 
are hidden treasures. You can hop along an 
invisible path from near the tombstones to the 
far wall, and collect a 1-Up and a golden star. 
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chariots are cool, but deadly. If you decide to run against them a bit—or with 
them, on the return trip—stick to the lower wall for a much broader view of the path. The 
pudni route lies along the upper wall, however, where power-ups are hidden near two 
short sections of fence. Here, the chariots will leave you alone. 

Just past the chariots, after you take care of the first wave of goons, you'll meet the monks 
for the first time. Large, yellow-and-red-clad, they'll generally back away from the fray and pummel 
you with magic if you let them. Chase them down and carve them up, even if it means taking a lick 
or two from the samurai. Better to get a little nicked-up than blasted into oblivion. After you have 
that first gold key, you can access the two inner courtyards and beef back up. 


N 
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Relieve the guard outside Another checkpoint waits As you traverse the broad A major battle awaits beyon 
the gate at the top of inside. The layout in this area walkway, dangerous chariots the chariots. Enemies attack 
the path. is the same whether you head bear down. Get mobile, or from the rear, as well as from 


right or left. the front, followed by waves 
from the doorway ahead. 


When you win the battle, | Through the gate, an intri u- Circle around and battle bad Head back toward the check- 
two chests appear. One ing central courtyard is off- guys. When the last one falls, oint, mindful of the chariots. 


holds a key to the gate limits. You can't get there a chest with a gold key 


ay, was that a twinkle by 
nearby. from here. appears in the outer area. 


that fence? 


VU final series of battles in the Monastery Exterior are grueling, especially in the large 
courtyard below the steps to the monastery proper. The good news is that things get a bit 
easier once the chests appear, and that happens between two large waves of attacking bad 
e Of course, there's no guarantee that one or more of the chests isn't booby-trapped, but 
the invulnerability statue can help immensely. Stick close to one door or the other, dealin 
with the nearer enemies first. Then worry with those emerging from the far door. However, o 
all the attackers, the monks are your highest priority because of their powerful distance attacks. 
[o attention to the group coming out of the nearest to you: A matching group is coming 
through the far door. 
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The short fences оп either Before you claim the second Shooting the graves opens Run the chariot ae yet 
side of the checkpoint god key, you can enter the passages to the two central again, and fight the conse- 
conceal goodies. arge area, where samurai courtyards, lightly guarded quent battles, to claim the 


guard tombstones. Shoot both and full of prizes. second gold key. 
ayee on the left side, but only 
the far tombstone on the right. 
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The battle inside is particularly The closest chest on the left— , Clean out the chests and, 
fierce. When the first wave the chests Ше between after the last bad guy bites 
begins to wane, move to the left | waves—holds one of those brick, climb the stairs to 
side of the area. invulnerability statues. exit the level. 


hegMonastery нна starts off еазу enough, but soon 

¿you'll realize being a ninja is rapidly becoming тоге dif- 
ficult. As you approach the first Hell level, enemies show 
up in greater numbers, and with greater strength, to wear 

„ you down before you descend to the underworld. 
pile as many items as you can, fighting hand-to-hand— 
or with daggers from a distance—in lieu of using valuable 
magic potions or bombs. You'll be glad you did. Also, 
notice that virtually every lamp and candle conceals a 
coin or power-up. Be thorough. There are far more monks 
here than in the previous level, so chase them down with 
zeal. You can’t afford to let those powerful enemies stand 
back and blast at you. 


hen you enter the ake care of the samurai 
Monastery, tum left : guard in front of the 
and reveal the hidden : partitions. 
1-Up—from ^ close 

range, of course. 


zm ЕНИП Г | 
efore you proceed, leap $ you move into each = --H-] 

up and shoot the j subsequent PoE 

lamps to claim the hid- expect to battle wav 
den powerups. The of adept peasan 
lights in this level are Don't forget the lamp 
full of goodies. 
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ye you nside, $ keletons i = 
locked door. After dis 7 \ 2 flood the large cham- 
persing the crowd out 1 à | bers as you explore. 
front, claim the key on ul Beat a hasty retreat 
from one of the chests and plink at them from 
that appear. beyond the threshold. 


ead up the left stairway, 4 LETE s, four more ene- 
ready for action. z 7 . ies drop from the 
ing as you advance. 

s better to keep 

moving forward and 

attack than to fall back. 


ogs are impressive traps. Pay particular attention to the shadows on the floor when 
you creep up close to them. You needn't get ridiculously close to dash past, but you 
must make it cleanly: The hit you take won't kill you outright, but being shoved into 
he bottomless pit has the expected effect. 

ои secure each silver key, open the gates on your way to deal with the next in the series 
of traps. A checkpoint lies beyond each gate, and touching it prevents your having to 
rerun a gauntlet you've already completed. 
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he gong gauntlet shows 
no mercy: If one tags 
the ninja, it almost 
invariably pushes our 
hero into the abyss. 


№ the tall candle fix- 
tures conceal hidden 


coins. 
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ad over the central 
chest at the end of the 
g | log run: Its always 

lowing before | | booby-trapped, but 

the nex Ë Я | you'll be safe behind it. 


а: N 
FA. ith your back to the wall, № à e first key gets you to 
m deal with the two peas- i | point and 
ants who appear. One Бри I another locked gate. 

of the chests holds а № : р | 


silver key 


he chest left of the 
checkpoint holds 
health. 


cond of the gong-walks—going in the recommended order—puts spikes on the floor 
Reep you moving right along. Pay careful attention to the impediments and usually 
ои can avoid the spikes as well as the logs: Spikes are preferable. They hurt, but at least 
hey don’t toss you over the edge. 
you open each new large area, don't be too quick to open chests unless you need E 
weapons or, especially, food. There aren’t a lot of foodstuffs in the vicinity, and you must 
make sure you're not munching down hamhocks when you already have 85 percent of 
your health. Be particularly mindful of the food your foes drop: You can count on them 
to cough up a sandwich or two, and sometimes that can make all the difference. 


piked sectors along the Ë 
walkway complicate 
the second gauntlet. 


ome to a quick stop past | ~ inate the peasants M 
the logs or you'll get ñ who drop onto the 
spiked. small platform and № 

another silver key is 
yours for the taking. 


aking your way back 


with the second silver Ñ 
key is tough, especially | 


because you can 
always see the spikes 


gts Б o. 
lear the second large d 


f glowing ghoul “ae ж 

area of glowing ghouls . 
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е Ж» able 
% > о чш sts. Shooting the oi 
must beat them all to } here is | 
reach the chests across 5 a l 4 


the pit. 


pinning contraption emitting the shower of fireballs can be a real pain: You must be 
e—maybe 30 meters—to damage the thing. You'll know your daggers are doing the 
trick if you see shock waves. If you don't, get closer. 

fireballs are a little tough to judge, but it's more timing than anything. At first, you have 
time to fire three dagger bursts, wait for the trap to fire, and leap. When the spinning 
accelerates, go with a single burst of three daggers; then wait and jump. It doesn’t take 
long to destroy the trap at that rate, but you can’t afford to take more than a single hit 
in the process. Those fireballs do too much damage to trade punches. 


fter opening the che 
more bad 
alize 


he stairs on the right, ой 
the large area, i 
duce a ne 


Approa g 
bl and prepare to 
oming fire. 


spins faster and № 


оц do dam 


age, eventually deto- | 


nating. 


Tao PS aes 4] 
se the silver key to open Е ЕА Eun 
the gate and reach | | f 
another checkpoint. 

Theres food in the 

chest on the right. 3 


he spinning contraption 


forces you to ho Ft 3 
bursts of fireballs as * № 
you retum daggerfire. MH # # 
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pom wr ED qu 
he pedestal where the 
contraption spun now Vd 253 
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tance when you go to 
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heres one more large 


courtyard full of ethe- 
real 

with st 

right. 


he serpent and slope puzzles are straightforward if you know what you're getting into. Simply run and jump quick- 
ly past the first serpent and continue up the slope. If you're quick, the first beast doesn’t have time to activate. 
the top of the run you'll find several peasants, a couple of chests, and two downward slopes. The central slope is 
really a slide, and you don’t want to descend until you retract the spikes at the bottom. The slope against the far 
wall leads to a landing guarded by another serpent. A pressure pad on that landing lowers the spikes. If you stand 
? _against the fence іп the near corner—as far as you can get from the serpent—it can’t nibble on you. If you hit the 
If. pad on the way to that position, let the trap reset before you make your move. 
hen spikes are evident, wait for the serpent to lunge; then pull back and stomp the pressure pad en route back to the 
upward slope. From the upper area, center yourself relative to the windows and slide down to grab the key. 


ummel the peasants on 
the lower landing— 
and don't forget to 
shoot those candles, 


he upper ar comes 
accessible after you 
peasant. 

ea above, 


move quickly 
serpent on the 
wall and on up the 


р 
Open the 
sloped walkway. 


chests carefully! 


ontinue down the far not 
central-slope, and take 
up a position in the 
comer of the small 
area. You can see the 
gold key, and the ser- 
pent can't reach you. 


е pressure E 

е spikes, 
leap past the serpent, 
and retum to the 
upper area. Make sure 
you slide down the 
middle of the central 
slope. 


y be prudent to hop 
when you hit flat 
ground, in case the 

op up before 
clear of the trap. 


he first gold key reveals 
only another large 
door. 


hefinal area before your descent to Hell is easy to handle once you make it away from 

that central pit. If you wander out near the pit as you enter the area, the floor under 

your feet gets red-hot. Shortly thereafter, a large blast of flame hits you atop the head, 

rovided you’re still standing on the reddening floor. Not good. 

atch the spikes near the stairways. You want to run for the stairs so you get to them about 
— wf the time the spikes retract. The stairs themselves also are traps, becoming slopes inter- 

? - mittently. If you happen to Бе on them when they slope, you get dumped back down 
on the spikes below. It’s inglorious, but it usually doesn’t kill you, and then you can 

« 


reclaim your feet and charge back up the stairs. 
Jte upper area, beat on the villains and open the windows to deactivate the traps below. 
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epeat the entire proce i tay well back when you 
up the o Г N open the large cham: 

way to g N кэ ber. You cant pau 
on a second gold key. y x on the central platform 
~ i without paying a price. 


atch the spikes, and get à r p the stairs, clear each 
the timing d E Bis area of its resident 
want to an e = ; monk and the peas- 
spike sector just afte Ж É ants that arrive. 
the trap retracts. y 


n each open area, you 4 3 Ont overlook the power- 
must leap up and 5 ups at the end of the 
shoot the window SET ud upper walkways. 
shutters to let the sun у 1 
shine in. 


ake the weapon à 
T scroll from the S 
sand Bm on the d “ and then step into the 
central platform: All d. inferno. 
the traps deactivate. ; 


our first trip to Hell, to battle the 
boss's henchman, is a thoroughly 
unpleasant experience. Hopefully 
you haven't been wasting magic 
potions and-bombs on peasants: Now 
is the time to pull out those big guns. 
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Even a Щй needs to 
get mobile in big hurry. 


High-level magic spells can make short 
work of the big guy, of course. And I'm not 
ashamed-torecommend that you defeat him 
almost exeidsively-with those methods. But 
What i[—purütechnic-mahiatzstliabetoll 
are—the cupboard is bare? O~ perish the 
thought! —you gave up the ghost a couple of 
times at the end of the Monastery level, ог 
took so much abuse your health is a bit dicey? 
Well then, obviously you'll have to be a bit 
more creative. 


The demon dropping into the ring has 
Seyeral mean little tricks at its disposal, in 
parfgular a nasty breath attack and the abili- 
ty to Simon a hail of boulders on our hero's 
purple Wedd, The one thing it doesn't have is a 
fail. Rnofffepugaliness is its inability to Heep 
up With you IF Yow tun fight litte circles around 
it. Therein lies hope for the ninja... 
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the demòri iahuaug а _ 


painful experience. 2 
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- Mes and Mü at your 
disposal, dimp, them оп the. big _ 
beast, as fast as you can pull the. 
trigger. Final score: Ninja 


if. on the other'hand. you must win with wits Wat's 
also a possibility, As long as uou can Keep in close to the @ 
demon. it has a real hard time "e bead 0n wou: 
Run in small Circles and wait m any hesitation fe Stop and 
get in a feu licks. 


fell the ШЕ quickly. 
You've bees: saving Up. 
haven't you? 


ip freak falls, 

you'll have опа short time 
to gather the considerable 
treasure it carried. 


ahi 
favorite trick, mie (ш happen 
to be standing directly in front of 
it. (Dont do that.) If the demon 
breaks off its attach amd starts pacing toward: the 
center of ine ring, it’s about to stomp. When you notice [ДИ ite “amon tums 
the behavior, run up behind it and wait out the shm. р | toward you ides so rela- 
You'll rarely get bonked on the head as long as ШШ? = ES | tively ш. ТШЕ! 


as close as possible to the beast, and you can getind When the beast does its boul- Ё 
combo as the fiend does its little rock dance. der ich, it pays no attention 
to where you are. Use that & > 
time to get in behind it ` 
` * 
AL № 
Me. » 
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Wee 
he only time the small-citcles ~ v 
routine fails you is when the monster 
has moved far off-center of the ring. 
Youll get caught between the beast 
and the invisible confines of the ` 
fighting area, and that moment of inactivity on your part is E ` 
all the demon needs to turn toward you and unload. os get aa te edge 
of the ring. break off the attack 
When you start fo get hemmed in, which almost and let the monster stalk you 
always happens at some point, reverse direction and back toward the center 
break for the far side of the area. Let the beast follow, but 
be ready to evade a breath attack if it leans over toward Sticking ciogefo the freak also 
You. A couple of quick jumps to one side usually gets you helps protect 400: from the 
oUt of harm's way. Once the monster gets somewhat cen- E о er 
tered again, close in and go back to running circles. TRES HT 
A 


LEVELS 
By 


| The situations, far more Ё УХ’ If you сап open.up а gap 
dire—althoughynat imposi- between yourself and the 


- 


ble—f im шй litle | А 7 beast, you can alias E 
int in | y You can leap along the cdi Occasionally, the monster 
E selec 9 ED rings petimeter without chip away with daggers. stalks to the center: of the ring 
CUP falling over the sides. and stomps its foot, summoning 

z е, à hail of boulders. 


Be ready t ine ‚advantage of a 
moment's conföglen. and you 
may even score, aa impressive 
combo before the demon turns. 


Е il us а шен 
TES | st. ГЫМ. 


Be patient? aÑ siri close. If 


| If You stick ове to the i 
monster and ch very tight You're quick поз ие creature 
circles around jhjaccasion- occasionally gets caught trying to 
ally you can kich its butt... decide which way to turn. 


As the йоу егор. take 
advantage of: Há motionless 
monster and.spank it hard. 


کے و 


ШЕШ Л little ill... М \ АШАА big talk 
from a punk in a high chair.. 


LEVEL 5 AE. 
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4 


he Catacomb is а nasty little excursion introducin several new trap types. Dont get discouraged if you take 
a pounding on your first couple of attempts land don't over-write your previous saved game if you die a 
vn half-dozen times). The slime is particularly excruciating, sucking away the ninjas life at an alarming 

rate as it follows your panicked person. And the bridges laced with swinging, spiked balls almost always 

take a toll (small pu intended). 
innit ë level, you acquire two magic scrolls with minimal combat. If you're holding three 

‚alone until you're backtracking in the vicinity. You don’t want to pick them up 
die a couple of times, and during your screaming demise it’s nice to 


p 


less you take advan- 
Tus no way to get u 
a couple of times. 


approach the led 

stall you just long enough 

The slime wouldn't be so 

beams dropping from the ceiling about the same time | 

make for real hardship. Remember those crashing beams whei 
impediments. Walk forward and jump back when you hear the run 


Round the corner and step 
toward the ledge. You want to 
draw out one last wave of 


bad guys here before shoot 
ud those unlit lamps. hs 


The closer of the two unlit 
lamps yields an invulnerabili- 
ty statue, which comes in 
handy. 


When Pu jump the chasm, a 
Steady stream of boulders 
comes rolling down. No prob- 
lem for an invulnerable ninja. 


Avoid the slime as much as 
you can on the way to the 
bonber's bridge. 


Occasionally. you may have 
to choose between the slime 
and the beam. The slime will f 
kill you quicker. 


Along the slime-filled corridor, 
beams drop from the ceiling 
as ya advance. Jump back out 
of harm's way as they fall. 


Expect serious resistance 
across the bridge. Grab the 
food from the chest after 
wiming the battle and pro- 
ceed with caution. 


hugging th 

ahead, or when the sli t 
Panther dry patch, so much the better. 
ouffe forced to flee and land in another pu 


4 y ‹ | 

; © still in the slime isn't a good idea, Also fealizewyou.can ‹ 
ЕЧ n" gm каф the door In the hallway be on i] 
i Җ agic power, open'the chests On, you ar 


Stand back and stick it to 
the skeletons and spiders 
guarding the far side of the 
bridge. 


The gold key and a powerful | # | The bridge collapses when f, Slash and stomp your way 
weäpon are your rewards. + ou head back across it. down the hall. reddy to hop 
Once you take the key, you | + ropping you into hostile some more slime. 
cant return for the weapon. but familiar territory. Fight 
your i back to the large 
ocked door. 


42 ' Y 


DT Al 
Ss . „2 


From the. checkpoint. more 
slime lies dead ahead. 


The payoff for. victory in 
the cavern is impressive. 


Wave after wave of enemies 
pour into the large cavern, 
and the encroaching slime 

blocks your retreat. 


Look for an opening in, the 
puddles and keep moving 
once youre committed. 


{ a flock of p 


around. Ша W 


Pout 


S 


P 1 a > ЕА 
Нор on the lift at the end 
of the hall and ride up. 


The bats in the hallway. con- 
tinue to regenerate unless 
you, leave ‘one alive and 
avoid it en route to the 
chest with the key. 


Use the beams along the 
pat to ing towan the bie: 
spike traps. Run and jump as 

à the le walls hart Р" 


м The chest оп the left holds 
food. The right-hand one 
contains the key to the 

locked door. 


«ox м 


| Retrace your steps carefully Hug the right-hand wall. By sticking to the wall. you 
«| back to the locked door. mindful of the slime. You cán avoid another nasty new 
want to jump around the trap that your proximity 
protruding boulder as you triggers. 
Continue hugging the wall. 


More fun with the merciless 
ш trap. Stay to one side 
апа be mindful of the spiked 
ball youre jumping toward. 


è е * š level SIN 


rossing the bridges, o 
outrigh 
of the ridge as 
to the trap. Run pa 
the bridge ШРШ each swinging ball. i S 
Move to the edge of the bridge. If you re jumping toward another spiked sphere, n 
sure you jump as it ne away from your side of the bridge. Don't arre t yo 
momentum until yow're safely across the void; then quickly reverse direction 
and walk back to the pit opening you just leaped across. Its it -rack 
ing, but there's no better way. Steady, young ninja. : 


CES 
EKE wh 
You want to avoid that 
slime, of course. but more 
trouble lies ahead. so dont 
rush blindly forward. 


You must leap the cha | 
then head left: Thats the и 
only way past the pit up 

ahead. 


Once you take care of busi- | 
ness across the bridge, 
chests appear with valuable 
prizes. 


Expect more bombs from 
above as you pass through 
the door. 


= hs ue stone pressure 
retrace your steps 
down the Be hell 


| hall to avoid the slap t 
on either de DE 


Level SIX 


P. 


The pressure pad has The spiked wall will close in 
lowered a lift. Hop on | once you step in front of it, 
and ride up. so hug the left wall to round 

the bend—and get moving. 


Between the last big door and 
1 


the exit lies a merciless gaunt- 
M let, culminating in platforms 
that drop away a moment after 
you land on them. 


me's most grueling gauntlets. If you 


Continue, you'll 


e carrying a 


Is. Keep that in mind. 


It's very risky to actually 
open the chests: The wall (and 
the bats) almost always catch 


| up to үн In the final analy: 


sis, the risk isnt worth it. 


The giant spider and its 


‚| young require some powerful 


magic to defeat. The narrow 
confines of the hallway limt 
your combat options. 


|—where the spiked wall 
f the four are also 
keeping in mind 


The series of traps leading 
to the gold key are horrific 
combinations of the types 
you've faced before. Proceed 
with Caution! 


The big spider can web you 

to the floor briefly if you 

stand in front of it for too 
long without attacking. 


Level SIX 
I 


4 „Cloud 1: Level Seven 


1 ELI 


Be ready for samurai trouble 
as you enter the Cloud level: 
Reinforcements arrive through 
the door behind you. 


After slaying the samurai, 
expect a winged assault to 
come flapping across the 
chasm. Head for the stairs. 


first of the Cloud levels is a real test of skill. 
A single misstep generally leads 

to an inglorious, screaming 

descent into oblivion. There are 

new villains to contend with, 

and new obstacles, as 

well. 


As a general combat 
note, try to get the ene- 
mies to follow you alon 
he walkways a bit, an 
run close to the wall so 
hey'll follow suit. You 
really must fight from 
alongside a wall, because 
an enemy's lucky combo 
is likely to shove you 
ackward. If your back is 
o the void, a shove is as 
Temporarily invulnerable, good às a kill shot. You'll 
cross the bridge and beat the get the hang of running 
band of tengu into submission; ast the pushpads 
quickly, or die trying: 
Get up as close as you 
can and dash past as the 
pad retracts into the 
wall. 


The good news is there 
are a ton of hidden 
power-ups in the vicini- 
y, including a 1-Up, a 
big axe, and several 
scrolls hidden in the 


Through the gateway, touching 
the spinning cube produces a bridge 
across the clouds. Beat feet across, as 
it fades every few seconds; 


nn 1826376 
Up the stairs waits a chest 

with an important gold key, as 
well as safe passage across the 
dangerous bridge nearby. 


+ 9903 


Circle the walkway to the 
right, ready for the disciples 
who teleport to bar your way. 


A pair of power-ups is hidden 
across from the chest, including 
a statue of invulnerability. 


Relieve the guard on the 
short bridge, and apply the 
gold key to start the windmill. 
Don't overlook the hidden 
goodies on the bridge! 


rocky walls. Look for the 
discolored sections, and 
remember—you don't 
want to have your heels 
on a ledge when you 
trigger the explosion 
that reveals each prize. 


Shoot the wall facing the 
windmill. It explodes, revealing 
a chest with a powerful weapon. 


Starting up the windmill propels 
the tram across the void. 


amog 


Jump to the far walkway, 
ready for action. Subdemons lie 
in wait 


After you subdue the 
samurai, chests appear around 
the perimeter. 


spinning cubes are a common theme 


2866380 


Fight your way around the 
walk as samurai pour from the 


many doors. 


You'll also notice that a series 
of floating platforms appears at 


one corner of the walk. 


throughout the cloud levels, trig- 

pur bridges that appear and 
then fade after a few seconds. 
You must run quickly across. 
Jumping as you approach the far 
edge helps. 


[he reason you circle 
o the right at the first 
mountaintop is that 
hidden power-ups lie 
on the first windmill 
bridge, and you don't 
want to trigger their 
appearance with dag- 
gers. 


The subdemons can 
be tough opponents: 
Don't dagger them 
rom close range, or 
your own blades will 
ounce off and harm 
you. A kicking combo 
is the most effective 
way to deal with the 
Casts. 


n this area, you must 
cross the floating 
platforms quickly, or 
he flying tengu make 
quick work of our 
nero. These few have 
distance attacks, and 
he blasts will knock 
you from your precar- 
ious perch if you stop 
to battle in midair. 


Don't stop to take shots at the 
tengu as you hop the platforms: 
They have distance attacks! 


ia u на 
_ Whack any samurai who 


emerge to investigate, and then 
e : 


you explore the mountaintops in 
earnest, realize that all is not 
lost if you fall from one of the 
upper paths. If you lean toward 
the mountain, usually 
you can catch the walk- 
way below and make your 

way back up. 


2830 @ 


Traverse the lower walkway, 
and ride the lift up the opposite 
side of the mountaintop. 


Fight your way to the second 
spinning cube, and activate 
another intermittent walkway. 


абсо Ф 


Secure the second upper 
walkway, and hop for the 
quickly moving platform to 
cross the gap. Watch out for 
falling rocks! 


Round the mountain, and fight 
the samurai for the silver key. 


boul 


The platforms moving rapidly back and forth under the falling 
km take a little getting used to: They hesitate for an instant 


near the walkway, but they move so fast you must jump a little 
sooner than seems reasonable. Be ready to adjust in midair. 


If you do get tagged by a bevy of boulders as you ride across, don't 
move! As long as your little flat self is still on the platform, you 


should right yourself and still have time to 
m to the destination walkway, even if more 
21 


oulders tumble down. 


Key in hand, you'll discover 
another of those twirling triggers, 


You also may notice a discol- 
ored section of rock wall nearby, 
and discover a chest with a scroll. 


Follow the new bridge to 
discover a gate awaiting your new 
key. Be ready for trouble beyond 


Draw the disciples away 
from the dirt area in case they 
drop valuable power-ups. 
When the last bad guy falls, a 
stairway downward appears. 


7690220. 


Underground is a nasty little 
leap of faith across a chasm. Wait 
for the small section to disappear, 
jump into the void, and then leap 
quickly off to the far side, 


Up top there's a checkpoint, 
and two chests with a weapon 
and food to the right. 


The walkway around to the left 
is the path you want, but sub- 
demons bar the way. Don't stand 
still, but fight from that corner. 


You can drop down from the 
corner to discover a ledge with a 
1-Up. To exit, jump das the 
ledges, sticking close to the wall. 


underground leap is 
maddening, simply 
because you can see 
from the get-go that 
the margin for error 
mn The =. 
— E98 50 ledge appears for 
н " — Mu, just d шш before 
| vanishing. You actually 
have to jump for it 
when it's not there, and 
let it appear beneath 
you as you fall. Of 
course, you must jum 
quickly for the far side 
of the chasm before it 
vanishes again— and 
try not to think about 
having to do it again 
on the way back. 


Айй ; Along the ledges with 
A major volcanic action, 
realize the blasts of 
flame aren't random, 
but actually target you 
as you move along, You 
can't afford to stand in 
one place too long, 
then, even while fight- 
pue BENI ing. Use those corners, 
When fighting along the and keep mobile. If you 
walkway, let the battle come to do take a hit, get mov- 
you. The corners provide some ing: The volcanoes 
cover. Don't fight on the bridges! ^ have found their target, 
and you're about to get 
ГК 32 hit again. 


Across from the ledge with 
the 1-Up a long walkway leads 
to a chest. Hug the wall to 
reach it, and dont overlook the 
hidden items along the path. 


Some hidden goodies lie up 
above the stairs that brought 
you into the area. 


Getting the 1-Up from 
the low ledge is a major 
accomplishment. 
Jump down from the 
upper walk and then 
stick very close to the 
wall as you hop the 
ledges back toward rel- 

Charge down the wooden walk- ative safety. Don't jump 
way and hang a left up the stairs, toward dn firestorm. 
with subdemons in pursuit Any midair hit will 
arrest your momen- 
tum. 


we reach the major obstacle, notice the 1-Up 
down the elevator platform. Take care 
on that elevator! There's a real tenden- 
cy to step off and trot right over the 
edge. 


= The huge obstacle with the 
rolling spiked wheels and the 
intermittent spikes is a cruel 


Fight the enemies from the test, el ecause a major Thankfully, the central trough 
area near the stairs battle looms on the far side. is devoid of spikes. If you can 
That battle is one of the few make it this far, you can catch a 

times in the game to consider breather before the final run. 


unloading heavy artillery on a 
nonboss; you really dont want 
to brave the gauntlet more than 
you have to. Twice is plenty. 


——— When it comes to dodging 
Before you confront the through, stand to one side so 
major upstairs obstacle, look you can leap past the rolling 
right, and ride the lift down. wheel easily and into the 
spiked trough beyond. Of 
course, the spikes are cyclin 
Шр and down along the lengt 
of the trough: Ideally, you leap 
into the area where the spikes 
have just sunk back into the 
ground. From there, quickly 
assess the situation: If the next 
wheel has just rolled past, you 
can jump mixi to the central 
trough, which has no spikes. 
Now you need only repeat the 
Gee, that's odd...What do trick to reach the open area— 
you suppose that lone samurai and the battle with the sub- 
was doing down here? demons. If the second wheel is 
i messing with you, run along 
the spiked trough toward the 
om 39 sinking spikes, until you spy an 


Beyond the gauntlet waits 
a major subdemon party. 
Break it up 


Double back downstairs and 
run past the pushpads. Notice 
how the wooden beam 
impedes your progress 


The risk is worth the reward It's probably more prudent 


К орепїпр. et я 
Several chests and hidden power- to use explosives than magic. 
ups wait on the walkway. Of course, ninjas aren't always 
: prudent. 
Perhaps he was guarding that К о Z 
1-Ор in the hidden chest. wewrsawi 
When you head back past the 1 With your new silver key, 
pushpads, remember that E carefully retrace your steps 
obstructing beam: If it stops | through the obstacles 
you, the pushpad does its thing. L 
4 you have the silver key from beyond the 
auntlet, you need only retrace your steps 
ack to the mountaintops. (That's all...) 
On a lower walkway, pushpads on either 
NU uae side protect the final ridge, but you can 
Not good. Stand to one side see the walk from the ledge above. You will, how- 
to buy the maximum time ever, need to brave the pushpads to access the 


once the wheel rolls past. bridge. 


When you round the corner 
and reach the first bridge, drop 
to the area near the stairs, as 
opposed to rewalking the path. 


Head back to the mountain- 
tops and you'll discover a lower 
walkway guarded by pushpads. 
Beyond the gateway is the tram 
to the exit. 


To continue, you must make a 
harrowing jump to the lower pad. 


Leap from the final tram to the 
walkway and gather the goodies 
before exiting up the stairs. 


A handful of disciples stands between you and the gate to the 
short series of trams that carry the ninja to the exit. You also 
may notice one of those spinning cubes that you never had 
occasion to trigger: It's a shortcut, in case you fall from an 
upper walkway to one of the lower ones and must backtrack. 
You either find it out of necessity or you really never need to 
use it. It comes in handy if you haven't scoured that area for 
chests previously, however, and you may want to backtrack 
with power-ups in mind before heading for Cloud 2. 


a Cloud 2: Р 
2 wi Level Eight i 


Level Eight J BP. 


you delve into the lev 
barrels: You 


el, be mindful of exploding 
nt always see one up 


ahead, and getting caught in a blast 


radius of y 
rious way 
the sacre 


Ride the lift to the u 
way and circle right 


10 
You can close in and fight hand 
to hand, or perhaps use the 
nearby barrels to deal with 
the samurai. 


Fight your way around the 


upper path to discover another 


spinning cube 


After a brief battle v 
subdemons, a spi 
appears. 


Blow the small cluster of bar 
nearby to discover another hid- 
den chest 


12 
Quickly cross the new bridge 
the checkpoir 


16 
Cross the bridge and take care 
of business; then drop to the 
lower walkway. 


4 Cloud 2: 
24 Level Eight 


ur own making is an inglo- 
or a ninja to (as they say in 
scrolls) bite the big 


‹ ils along с 
walkways can aid you 
in combat: If you fight 
in those areas, you 
needn't wo about 
getting shoved into the 
ab Likewise, any 
power-ups your ene- 
mies might carry will 
be yours to collect, as 
opposed to being lost 
when you inadvertent- 
ly slap a monster over- 
| 
Finally, your kick com- 

snerally are more 
effective than punch- 
ing on those Е 
You'll do more damage 
with the roundhouse 
finish than the upper- 
cut punch. 


area is relatively straight- 

forward, though the gold key 
in the chest near the lift 
can be maddening. The 
temptation, of course, is 
to grab the key and jump 
right on the lift, but the 
windmill actually lies off 
the lower walkway. 


2136600 


Circle around the lower walk, 
disposing of subdemons as 
you go 


On the lower walk, you'll dis- 
cover a chest with a gold key 
Don't ride the lift back up 
just yet 


the lower walk, you'll 
he windmill that requires 
the gold key 


2198986 


Now ric lift back up 
Notice the hidden chest near 
its intersection with the 
upper walk 


ce the windmill's going, you hustle up the lift and may stroll right 
past the scroll hidden in the rock wall, so eager are you to reach the 
tram at last. 


2188988 


When it comes to negotiating the smash traps along the walkway, 
appreciate the space between each trap. It's easy to run past one trap 


right into the kill zone of the next, or to swe 
opening halves of a trap only to get smashed up 


against the wall. It probably won't kill you, but the 
yle points 


judges will take away ‹ 


2144302 


Hustle past the smash traps on 
the upper walkway. Rememt 
ne between them is 


Ride across the tram, ready to | 


defend yourself 


23 
Circle the upper walk, and blow 
the barrels to open a door. To 
the left you can see anothe 
secret alcove that was detonated 
earlier 


subde 


the walkway 


hind one of the 


From this angle, tl 
est holds a nasty trap. V 
he second in line 


Im 
upper 


the chests, 


2177988 


the path is clear, drop to 
the lower walkway. 


guard two secret 
cubbyholes: From this side, you 
can nab a scroll 


Pushpac 
the lower walkway. From this 
end, the first is safe to open 


pm Š 
From this angle, you can 


explode the rock wall to reveal 
a sizable ninja feast 


angle, the second 
chest is booby-trapped. Pass 
by carefully 


is the sec 

level with 
booby-trapped chests— 
you know, the ones 
that almost always kill 
you unless you know 
where they are, Take a 
good look at the p 
tures and use the cam- 
era angles to pinpoint 
your location. The 
chests in question have 
those homing-fireball 
things inside and, 
between the pusl 
there's 

for our hero to run if 
either trap is triggered. 
Get up as close as you 
can to the pushpad, 
and hustle across as 
soon as it begins to 
retract. You needn't 
jump or do anything 
tricky; just be sure 
which chest you're 
standing near be 
opening any in the 
vicinity. The other two 
d adjacent to the 
booby-trapped one 
have potions inside 
it's worth it to go after 
those goodies 


50 


Finally, dont overloo 
the two hidden com- 
partments protecting 
spi walkway. 
Step onto the very edge 
spikes as they 
sink and fire at an 
angle to open each 
area, working from 
opposite sides of the 
trap 


Cloud 2: E 
Level Eight 2 5 


asing a few 


2253168 


rss 


Beach is a grueling little 
journey, wearing you 
down en route to a date with one of the tougher bosses. 


To make matters worse, the games next level is your 


second excursion to Hell, offering you no chance to 


бее as you reach the m A Mas your way ur the beach W the 
subdemon or three wait to make left—mindful of coconuts—án a 
your acquaintance, break up the peasant cookout. regroup before facing yet another stern test of your 


ninja-bood. 


e one thing that should 
be foremost in your 


mind is conservation of magic: Don't use 


any until you face the boss. You'll also 


Along the peach to the right, До pille he chest you must trigger the 
wade out into the water to discover explosive foliage and then fall back quickly to я: al 3 A 
Y > th e 24 е 
asseries of platforms, and a small dock _a sale distance. The silver key chest appears nolice thal, several times, foreground trees eclipse 
with a 10р, only when the distant peasants are dead. 


your view of the action. In each sandy area, 
look for wide-open places to do battle; otherwise, 
some sinister subdemon is sure to seize the advan- 


tage: The percolating plants dotting the landscape 


ata ajor pain, as well: Even the slightest contact 


ў s ied 
Near the chest with the scroll, a hidden Up the cliffs, а subidemón hides a willy one of their shockwaves is very damaging. You 
Chest holds a major food feast. Save chest with а weapon JA 


it until you need it y 
1 must step close to trigger them, and then bustle to safe- 


ty until you hear the distant explosion. 


here are several wicked statue 


traps, and two rivers clogged 


— with exploding barrels you'll probably wish you'd never 
Angle to the right through the From the bridge, hop to the гай geen, Don't gel discouraged: There are good ways to deal 
opened gate, and let the battle below and defend yourself against i P 
Come to you the serpents. 1 ° 
N with alkthe obstacles, but it may take you a couple 
# 


of tries to get the bang of things. 


ЧУ th see ТУ, 


e platform trap that basses you through the three 
electrical beams is is a ла рат; especially: if you're 


HA 


When the raft docks, stomp the à di m vn q E PNA l hal 
pressure pad and enter the open a р onti a IJ yo € at least alf your 


hut to return to the bridge area. WE. bea : re. s р ich the hidden food 


then retreat s ai 
moves. From bere, 


ly. stopping before 
That belps minimize 


and make sure you've 
nd loose change you can 


Bes the ТОО head ish a You must navigate the 
battle more peasants ‘and disciples electrical currents to claim 


from there. the gold key. 7: 


Through the gold key gate, step Stand close to the statue ш After each sequence where the statue Don't overlook that toll near 
quickly through the giant trap. can inflict damage quicker opens, a homing missile issues forth the checkpoint: You cant come back 
downside is you must be ready ^ Run tight circles to avoid it. lor it'after you slide down the slope. 


to move in a hurry. 


ust like the hominy magic from the statues, 
the balls that burst from beneath t P 


of the beach require you to run small evasive ci 


¡ASS the first bridge, on the мае left, 


Р. Kick some more subdemon butt to Near the midpoint of the 
i are two chests. The closer one holds a lower the barrier to the nearby bridge. © — bridge, another of those homing 
major food feast, and the farther one contains an udi projectiles erupts throtigh the floor. 


Ultimate Sword. Consider kicking as mucb butt 4 Мы «пр Бе Fes ыш 
as possible, and even doing tbe upper statue ; 
trap, before taking the prizes. This ensures 
you'll have the sword as long as possible. 

At the least, go get that gold key before 
opening the sword chest. 


` Ace the bridge is another check Айе you subdues Nic subdemons, 
point, more.subdemons, ‚аро anot ction of Beach becomes 
weapon, and food. ub c-r 


` X 


Through the opening; break. An no crop erupts fom the Don't overlook the chest on the Back near the checkpoint, it 


left to avoid the coconuts and beach when a go to claim the up er leds, but be mindful of may be about time to claim the 
continue in that direction before gold key. Fall back until after e pool below on your return. food and Ultimate Sword from the 
turning to fight. the detonations. chests nearby. 


| the second statue trap tight con- 
fines make it a tough customer. 
Remember, standing close allows you to do 


damage more quickly: Standing back on the 
bridge forces you to chip away at the 


Bagi the gold key in the lock flips ЭЛЕ! fi discipleSup above, and 
the spiked platform, allowing you head left down the pathway. trap and leaves you very little room to 
to climb up. š y n 


get evasive when it starts spitting 
balls of magic. 


T rolling spiked log is 
a little unnerving, if 


only because you must run so close 


behind it to drop to the safe ledge. 


Another of those lovely statue traps Be ready for more disciple trouble 
stands between you and a silver key. on your way back with the key. 


Let the spiked log roll right up From the ledge where you land, let Whack the, pera, oq and head Two chests—one of them hidden— 
to you, and then run behind it as it the log pass overhead; then through the nearby gate. wait back at the beach level, along with 
reverses direction. continue'up the slopes one of the nastiest obstacles in thesgame. 


6] 


rse th T», T the vil ve 


s cerlainly did. The triek isto e 
y. loat out of the chutes, but also th 


each barrel м the r river. When you spot three bane, with š [ " 
roughly the same angle relative to the shore, you can м й Li 
N jump toward them and take full advantage of : 


their lengths Т he barrels are about half as 

E as they a are long, and you'll need every 

inch to complete the three quick jumps that get . 
you to safety (and tbe island checkpoint). 


ou don't want to jump toward any 
barrel thats already flashing red: 
Those'are about to explode, Not good. Be ready to adjust 
your jump in midait—and, whakaa you do, don't attempt 


the second crossing until you sidetrack to get the gold key. 


From a point low on the beach, wait Hop toward the жыш sandy patch 
Íor an opportune time to make and the checkpoint. Expect Я 
your гип. subdemons in abundance. : О)“ you make it across фе 
# 
i second barrel-jump, 


" 


$. уай | 


е + 


make it a goal to reach the statue t 


the second series og small doc 


aid 80. qui^ Lh иш 
к barre logged si ¿ 


lemons hang oyt on 
cyond the small 

on їй eir demise, a chest 

hs a gol d key, appears. _ 


to the right to spy a small dock. the b 
Head in that dos y dock 


When the coast is clear, look More 7 


You'll have to repeat fe barrel- Follow a line of small docks from the A big bunch of chests appears after Climb the hill above 8 , 
attle 


jumping feat one more time to shore to another subdemon hangout. the battle. The left one in this chest-covered beach and 
* continue. Notice the angle of the picture has the key you need, another statue, A second gol г, 
barrels їп the water. 4 key is the prize. x x. ) 


} à. Ж. \ 
АЖА ЖЫ Low. 


pps the end of the level, with con 
serving your magical. power foremost in 
your mind, you must be very cautious. Hopefully, you 
haven't been using magic when an explosive will do, but 
you also don't want.to take any lethal risks, and thus 


lessenyyour magical shell level for the boss battle, 


F- boss himself appears when you 
reach the end of the final bridge, just 
beyond where the two holes are blown from below. 

Hes big, tough, and kind of...slippery. His main 
offensive tactics-are a belly flop from close range and 

а suberman-like:cbarge'tbat be uses when you're at a 

distance. The belly flop is the most damaging. It hap- 

penswéry fast, and its hard to get out of blast 


radius. Jump for safely, & opposed іо just run- When the hard part ends, its Both gold ke s allow УЛО 


time to pilfer those chests reach a high ledge, and race another 
of those rolling-log obstacles. 


ning, and you may be able to get above the 


ә boss's flying cbarge can 
be painful, but its relatively 


easy to leap out of the way.and then 


shockwave. 


close infor a combo after bes hit the 


confines of the ring; 


( Noncerning. his slipperiness— 
Tt seems much harder to bit 


the boss if bes standing atan angle relative 


Instead of continuing up the slope, Clean the beach, and don't overlook 
look for a small slope angling down. the 1-Up in the hidden chest. 


їо your attack. Hes also adept at.sidestepping 
your combos final hit, and then counterattacking, 
usuiallyapith a belly flop. Time to dump some serious 
magic: Explosives have litlle effect. 


> 
2p 


All told, three holes are blown You can minimize damage 


in the bridge. Be ready to fall from the belly-flopping boss if 
Ба and evade. you get airborne. 


Do we need to tell you? Time for Have a seat, big boy. I've gota 
Some serious magic. boat to catch 


When you leave the store after 


n bo Ur l: nel tar th (C767 nce more, your tormentor sits mad- 


second time. я deningly out of reach. 


P FL The demon’s ability to fiy gives 8. 
a "i. him a decided advantage inthe —. 5 


small ring. 


Get mobile, and wait for the ом ; 
¿7 fent fo alight. 00800. ТА eepto te “НЕЙ il ring to 
ү! p* Yos stay out of harm's way. 


FN POT РЫ. | 


7 ^ A E Eo 8 
£ Stop fo unload a spell, and hen +; 
get moving again. the ring, the creature closes in 
74 very quickly. 


When the beast is on ће ground, | Я series of quick hops—always 
you can jump past it to де, moving toward the demons 
behind the fiend quickly. yz back—can confound your foe. 


" "m1 sore 


j Too much leaping allows the 


He's got that lunge look in his 
monster to close the gap. 


eye. Get some air! 


ү! There's no percentage in attacking ^*^. If the beast takes a lunge at you, Resist the urge to leap unless 


| the beast hand to hand while it's in — а quick hop is your best hope of the monster is in its attack 
| midair. IE will always do more dam- -4% getting clear. jj. mode. 


н j age than you can dish out. 


р, % pausing fr quiet reflection proba- ; 24, From behind Me monster, you — As long as your health is good, 
с bly isnt advisable, although it, — ¿77 can get off а couple of Quick : о arms. Get ready to leap! use hit-and-run tactics. 


|) does show an admirable amount of Ж shots before running off again. 
^, disrespect. 


Anytime, Freak! 


| | > | 1 ^ 4 4 
sA Be close by when the ГОА The huge bonus for the kill, and the ^. One of these days, Ninja Boy! 


5 monster drops. ^7 load of gems, is as good as a 1-Up.. 


You soon learn that ifpwifés on trapped 
chests Bre virtvally fhvisible against 
the snow. 


EN 


Gh dis and battle for the 
N level's first lj. 


The archers populating the mountain are 


sneakier than the first group you 
encounter. 


Across the bridge, watch your hack as 
you climb the snowy hill. 


AS IF LIFE ISN'T HARD ENOUGH, now 


our hero has to take up mountain-climbing. The first Mountain level is a 
tortuous ascent, complete with unstable footing, merciless avalanches, 


and punishing new adversaries. 


The archers you meet seem relatively tame at first, especially if you 
close the gap and slug it out. Keep that in mind: You can’t afford to fall 
back and trade shots with these guys. They've been practicing or some- 
thing. Unfortunately, it doesn't appear they've been thinning the local 
eagle population. You wouldn’t think an eagle could be such a pain. Or 
maybe you would. ..At any rate, you should. Once one attaches to your 


The key lowers a spiky barrier along the 
upper pathway. 


w ie] 


Defend yourself against the cave 
dwellers, and then make your way down 


the ledges toward the shore. 
= 


little purple noggin, it's tough 
times ahead for the ninja. If more 
than one heads your way, which 
happens a lot, go with the explo- 
sives or suffer indignity, at the 
very least. 

Finally, check each text sec- 
tion for specific tips on the many 
obstacles in the vicinity, and espe- 
cially the major backtrack toward 
the end. 


to the small dock to dod 
ay beneath the cool Waters. 


THE ISLAND IS HOME TO THE fist of 


many eagles, so do recall our note about not letting them get too close. 
One of those chests contains health, just in case you must learn the hard 
way. As you traverse the underwater walkway, a band of disciples hus- 
tles up from behind: It's better to continue to the relatively broad area 
ahead than to fight along the narrow deathtrap. Also, hop up the dock 
and hit the checkpoint os soon os you con, and you'll be spared that А small island along the underwater path begs ДО W wolkwayAdiid don’t overs 


water-walk again if you die. you to put a dent in the endangered species Mook the Jnddentkoins nearby. 
list— for your own good, of course. 


a a ha Ww 4 
wt. Ej zi o. < 
By now, hitting the moving pads should Fight your way to the small dock and From the slope Aboye, you con hypass 
be almost second nature: It’s easier to check in at the checkpoint as soon as one of the ри а -Skind ofo cheat 
land on these as they reverse direction. you сап. but toke any edge you ton get: 


- B 2 ү Ged 
In the upper chest waits a 1-Up and the Once you have the key, backtrack up the Do not use the key in that chest on the 
lower locker holds another silver key. snowy slope to do battle near a hut. nearby gate (or you'll be so sorry....). 


The | Opens another péarby gate. In 
one chest iga macaand/the other holds 
r. J'a duplicate key. 


ing as the boulders fall году 
Mew) you can buy enough time to jap 


INGE next sofgffrer. | 


y: 


Clear the ledge below of disciples, and 
open the chests with caution. The path 
continues left. 


This is a good place to chill... 


F | 
[3155012 sro 
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‘his бебок ке it's trapped: Thot big 
dark area behind it is the tip-off. 


WHEN YOU FINISH THE FIGHT outside the 


hut and the chest appears, it's second nature to want to use the key 
inside on the locked gate there. Sucker. The small enclosed pen outside 
the cabin is a much better bet. It holds a weapon, as well as another key 
for that original gate. 

As you head back down toward the water, get used to the fact that 
a lot of these chests are booby-trapped. You really must fight effective- 
ly and collect any food or power-ups your enemies drop. You can't count 
on the chests to sustain you. 

Also, before you cross the wide bridge, don't overlook the Ultimate 
Sword around the corner of the 
rock. You'll have to jump out a bit 
and then lean back in to make the 
ledge beyond, but it's worth it 
(although the return jump is a bit 
nerve-racking). If your health is 
waning, consider fighting the 
archers up ahead, and then dou- 
bling back for the prize. 


At last, some solid ground. Watch your 
back in each small area. 


Опе last group of villains succumbs near 
j the foot of d bridge. 


: You must change direction in midair to 
reach the chest with the Ultimate Sword. 


Bonus points if you can manage to get 
— _ RS iibi of the tree. 
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ACROSS THE WIDE BRIDGE, a group of 


archers stands near a bonfire, and that's a bad thing. As you approach, 
they'll dip their arrows and begin hurling burning missiles at your fran- 
tic form. Close quickly, and unload explosives, or maybe even magic. 
on afford to take many of those arrows, no matter how good your 
health. 

Up above, don’t expect any help from the chests near the caves — 
and watch that narrow path: An avalanche is headed your way. 
Concerning the chest with the Sai: You want it only if you're unarmed. 
You certainly don't want to make 
the mistake of trading your 
Ultimate Sword for the glorified 
paring knife. 


When you go to open the chests, expect 
an ambush from behind. You may need 

to clear the area for the chests to 
appear. 


"ud dl yr 


The valance makes the pathway a lt 


As you head out onto the narrow path- 
tle trickier, but the sections are stable. 


Way, notice the icy settions, and step back 
when you hear the rumble overhead. 


$5.9 See LIA bh € 


Wh Gos archaksihave ih mind? 
Dot Wet to find ouf. 


Fight your way across the bridge, 
approaching the far side with caution. 


ic 


En Li 
The upper gate opens with the key from Checkpoint,/cgfes/thess— Hal ane 
below. smelled like trouble ЖОЕ ЕП) Open 

еей caution! 


Defend yourself near the snowy push- 
pad. There's a Sai in the chest if you're 
unarmed. 


CHECK THE SCREENSHOTS CAREFULLY 


as you climb the ledges. If a ledge starts giving way beneath your feet, 
jump quickly back toward where you were coming from. There's no rea- 
son 10 rush forward; the possibility of another loose ledge is very good. 
By falling back (so to speak), you can gather yourself and leap across 
the newly created chasm. 

N Ei L d The chests at the top of the climb offer nothing in the way of health, 
Backtrack tg the snowy ledges, but climb The boulders are brutal, until you realize (nd the one at the top is full of dynamite. Of course, you'll want to see 


"TI "n^, a n si ier pe W nee for yourself, but don’t make the mistake of kicking it open while there 
are enemies running in your direction. 


jo y houlder’s path gives Odds that these guys are waiting to 
m post it Jt congratulate you — not good. 
make мен houlder hos fal off 


screen. 


With health on the wane but good magic That's much better Stomp that pad, m The pushpad high abové activates the 
strength, you can still mow the hoard double back. > strange wooden contraption you passed 
from a distance. „o few minutes ago. 


й жу e S TES | š 

ТУ n ^ Wo P í ho 
fian ai UNS d " A $ 

i MT ELT X PE ADM YE u^ mW г ЗА, 


ТНЕ CRUDE CATAP ULT is a wicked litle device, 


as boulders roll randomly downhill. Standing on one of the platforms, 
you have just enough time to spot the boulder and decide whether it's 
headed for the other side of the catapult or rolling right for your head. 
If it’s coming toward you, you probably don’t have enough time to get 


to the other side of the ride, but at least you can get out of the way. Sie "is 

Check the screens for some insight into the bear-trap patterns on Ж "wm ч — 
the snow above. You'll probably take damage there anyway, but at least B cyan eg m die y, APR. od 
you can minimize it. Finally, head straight for the checkpoint once you on the proper side, up you go. Did we unscathed. 


reach the top, especially if your mention the bear traps? 
health is waning; then look left for | 
more archer trouble. Consider 
using explosives or magic to flush 
the archers out of their sniper 
perches, or they simply stand back 
and stick it to you. The fire jets are 
anasty way to end this part of the 
level, but at least there's a pattern 


x 


That last one, however, is bound to hurt. ETT" power-up always makes a The rocks Jaa Haylli with 


to each set that will help yay Watch for an archer ambush as you weary ninja feel a bit better. archers. Yo тйлй fo Ue sone 


escape serious damage. approach the checkpoint. explosives to ke care of ó eW quickly: 


Don't expect a lot of mercy once you 
make it past the torches. 


The flame jets are bound to score some 
hits, but watch them closely: Each set has 
a pattern you can exploit. 


I — 


` 


Any big open patch is a sucker bet: Have 
a place in mind to jump to, regardless of 
whether or not it's bear-trapped. 


If it were Only heardrapf, climbing the 
ledge wuld be séthay’ Unfortunately, 
the ground. isfnstable, as well. 


еМ. sa ЗЕЯ 
This is the high checkpoint mentioned in 
the text nearby. Once you make it, you 
can double back or press on to the finish. 


ith the disciples ong 
Mie Telp in the chegfis 
"yours for the-King. 


There also tire some archers enjoying a 
tookout. How quaint. 


= 


THIS IS THE POINT WHERE YOU CAN 


either go up the mountain toward the finish, or down to the shore once 
more. Down is a major point payoff, and enough food to sustain you — 
but only a few, if any, survive. 

Instead, start by climbing the ledge to the upper checkpoint. The 
climb is a major task, but you have to do it anyway to reach the end of 
the level. And, in doing so, you clear a path that makes the return trip 
pretty easy. Go up, fight a couple of small skirmishes (collecting a 1-Up 
in the process), hit the checkpoint, and then return down the mountain. 
If and when the trap down there kills you (nothing too nasty, just a push- 
pad with a wicked timer), you get 
reborn up at the top of the moun- 
tain. You still only had to climb up 
once, and you get a ton of points 
for the little side trip. 


If you head down the cliff below the 
unstable, bear-trapped ledge, you bypass 
a trapped chest and meet an eagle. 


Luckily for our hero, they neglected to 
* put the meat on the fire. 


You must jump into the Water past the 
pushpad and land on an underwater 
walkway. Don't even think about 


running past. 
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A MAJOR GOLDEN STAR feast later, you're | 


back up the mountain, closing in on the dragon lair. Once you've made 
it up the last section of unstable ledges, grab that 1-Up and other good- 
ies from the tree line on the left and proceed with caution. 

The fight outside the cabin isn’t bad, but the rocks ahead are crawl- 
ing with archers. There's a decent power-up in the chest on the left as 
you enter, but don’t go right toward it or you'll give everyone a free shot 


at your back. The chest on the right 


is booby-trapped. Also, when you 


finally clear the area of archers, the first chest that appears is a red her- 


ring: You'd assume it holds the 
key to the gate, but you'll be 
wrong, and ambushed in the bar- 
gain. You must open it to draw out 
the final bad guys — killing them 
produces the actual key chest— 
but watch your back. 


At the top of the climb, look left and dis- 
close the power-ups hidden in the trees: 
Stand close, lest the 1-Up float away. 


Ferret out the archers near the level 
end: The first chest that appears holds 
no key; instead, it sets you up for 
another ambush. 


The walkway below is covered with hid- 
den golden stars: There are two long 
rows to collect. Up the small dock is a 
chest with a scroll 


Another barrier down, now approaching 
the top of the mountain. 


At last, you're outta here. Say, what's 
that noise coming from the big cave? 


~ he 
СОИ Уй post АВО! pushpad iy 
losing position AUR point total has 
ingfenged greatly you'll be rehgr / 
dft Upper checkppiny! 
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‘One last section ns dir row 


HROUGH THE GATE АТ 
THE END DF THE FiRST 
MOUNTAIN LEVEL, A MAS- 
SIVE DRAGON BARS THE 
WAY. 


YOU CAN GET INSIDE THE 
CREATURE'S DEFENSES 
SOMEWHAT, BUT EXPECT 
TO BE PUNISHED FOR IT IF 
You CAMP OUT TOO 
LONG. 


|. 3627027 


are 


COURSE, MAGIC 
WORKS WONDERS, 
ALTHOUGH STANDING 


RIGHT AN. FRONT OF THES 
BEAST |S JUST ВЕБЕ 
FOR А COUNTE RAMA RS 


THE »  _ RE: 
FROM THE STRAIGHT 
DOWN ATTACK; THE БАЕК 
ER IT 4S TO Seo, GAPS iN 
THE FIRESTORM 


SWATTING THE DRAGON’S 
NOSE LOOKS LIKE FUN IN 
THE CINEMATIC. IN PRAC- 
TICAL TERMS, THAT’S A 
NO-NO. 


THE HAIL-DFFIREBALUB 
TRICK, 4158 ONLY A THREAT 
IF YOU'RE FOOUÍSH 
ENQUGH TO,STANDISTILL, 


SiPmAYING FIRE STRAIGHT, 
DOWNWARD 15 PROBABLY 
THE DRAGON’S LEAST 
EFRECTIVE. TRICK. 


This WOULD HAVE TO BE 
THE ` OPTIMUM “ATTACK 
POSITION. YOU CAN SEE 
WHAT THE BEAST IS UPTO 
AND. E ÍRLENTY ок. 
TIME TO REACT. ` 
„А 


EACH OF THE THREE Z 5 
ATTACK MODES HAS A DISTINCTIVE WARNING 1 1 } 7 
ROAR, TIPPING YOU OFF AND GIVING YOU A 
MOMENT TO CONSIDER YOUR OPTIONS. IF 
YOU STAND TO THE RIGHT OF THE ENTRANCE, PER 
ON THE SNOWY PATGH NEAR THE LEDGE, YOU š 


SHOULD HAVE ALL THE TIME YOU NEED TD 


REACT. THE FIRE STR DIRECTLY IN 
NASTY, BUT THE MONSTER, 


Я ING MOTION ‘Бу 
TIME TO SEE TI 
KEEP UP A STEADY es 
STREAM OF DAGGERS, WHEN YOU'RE ¿NOT ; 
EVADING. IF THE MONSTER IS HURLING FIRE 
UPWARD, YOU MUST MOVE OUT OF THE WAY. 
AS SOON AS YOU CAN, DOUBLE BAGK TO E 
THAT PATCH OF SNOW. IF HE'S STRAFING, А T f % 
YOUR BEST BET IS TO JUMP THE BOLTS. j mu EE q 2 
BECAUSE THE BEAST IS SD DISTANT, YOU Mb 11) سب‎ * 
HAVE PLENTY OF TIME ТО MAKE THE LEAP AS a Е “¿e Жый 
THE BOLTS APPROAGH. IF HE’S SHOOTING Pp. ее Kr 
THE FIRE STRAIGHT DOWN, ALL’S WELL: THE ONE SIDE, YOU'LL WHEN THE BEAST SUC- 
FLAMES SPREAD IN A SPOKED PATTERN. RN шу. КОЙ: 
JUST MAKE A MINOR ADJUSTMENT IF YOU ИР АМҮ BOLTS FORM EN ROUTE TO THE 
HAPPEN TO BE IN THE WAY, AND THE FLAMES АРНЕ [x NIEBERNESE: 
WILL PASS ON EITHER SIDE OF YOU. 


SEE YA, SCALY. da 


ISO 


between the second and third trap to avoid gettin pue ‘Ninja are on on the bridge. Pilfer those 
swing it around. the way, and that chest holds food. and hop to the upper T 
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Dart. 1 


Baby, it's cold outside. In fact, it's downright merciless in the Icy Wilderness. 
Full-fledged ninja wait to slap you silly at every turn, and you must contend with two 
hideous traps and even a pair of monsters. 


You confront the first of the aforementioned traps about halfway through the level, aud 
the second near the end. Thus, you'll probably play this level a couple of times before you 
manage to defeat both traps—and both bosses—to your own satisfaction. Make sure you 
pick up all the hidden power-ups (called out in the screenshots); you'll need every power- 
up you can get your hands on. 


The good news is you really don't need to use your magic spells to defeat the bosses, so 
you can depend upon magic as well as explosives to get through some of the hand-to-hand 
combat. Also, notice that the ninja are far more likely to shoot daggers at you if you 
employ that tactic yourself. With that in mind, using daggers when your health is dan- 
gerously low can be an invitation to disaster. 


Cross the snowfield as the level begins. Тһе lift activates when the crowd below Fight your way across the bridge, per- А shower of stalactites Kor passage 


Serious ninja trouble comes from disperses. Both obvious chests are haps using daggers to keep to the ш ledge m all the 
the portal, but perhaps lig can use trapped, but there are hidden trea- the horde at a distance. ninja are disposed of. 

that cluster of barrels to your sures. 

advantage. 


jeld beyond the bridge is empty if 


Walk across the high bridge, wa 
jou already battled the 


When you leap over the spiked pits 
imminent stalactites and ninjas. 


around the final trap, lean left to 


Cross {тод the smash dons and 
watch that camera angle: Duck 


Dart 2 


This is a wicked little sequence of traps, beginning with the floating platform that passes you through 
the electronic beams. With luck, you haven't lost your touch since the Beach level, but there's more to 
consider: When you reach the far side of the obstacle, you must jump diagonally to make the ledge with 
the checkpoint; otherwise, you'll bump into the cliff face and drop off the map. At the bottom of the 
slope, jump past the ramp to reach the adjacent area. If you try to walk, you'll step onto the slope at 
the corner, and plummet ingloriously yet again. 


Finally, there ave the ore carts. Once you kill all the ninja, stand clear of the track and walk to the 
edge in the direction the cart is headed. You must trigger the other carts to start rolling down the tracks 
above the chasm. With that accomplished, check the screenshots for specific advice. They key is to jump 
along each row of carts, back toward the tunnel each track comes out of. This buys you time to make a 
reasonably timed jump to the adjacent row of carts. 


— ee: i cà 
Check the upper ledge before navigat- When you slide down the slope, jump A nasty battle waits near the cart tracks, Ride out on an ore cart, standing as far 
ing the beam ШШЕ At the across to the area nearby. If you although there are more barrels in toward the leading edge as you 
far side, you must jump diago- try to walk, the slope dumps you the vicinity to aid your cause. can. 
nally to reach safety. into the abyss. 


Jump along the ore carts toward the From the checkpoint beyond the carts, Blast the ethereal skeletons as they pour [еар from the walkway to the top of the 


bie ledge, laning back n can shoot the wall to reveal a from the magical columns. You unlit column, and from there to the 
along the individual rows of ealthy snack. Dispose of more must kill them all to proceed. landing. Circle left. 
carts if you must buy time. ninja and enter the portal that 
opens. 
Part 4 


Don't overlook the hidden goodies outside the gold key door—the power-up hidden in the rock wall and the 
invisible coins floating behind the huge stalagmites. Through the gold key door waits the first of the large 
bosses. He can be a pain, but a couple of strategies go a long way to ending his freakish existence. 


For starters, his big trick is that he rears up on the tail of his sluggish body, and calls down a hail of 
gigantic snowballs from the cliff overhead. fls long as you stand up against the rock wall near his cave, the 
snowballs fall harmlessly past your head. Beyond that, you really need only run circles around him, and chip 


| 
lene 
NE 


Fight your way to the golden key onthe Bypass the gold ы - Through the gold key door, angle left As you approach the rock wall, it 


upper ledge then ride back down and daim the hidden power: along the crooked path explodes outward, as spikes seal 
the lift and continue along the cliff near the trapped chest. Сой the path behind you. 
face. hidden outside the door itself. | 
80 ' 
PR. 


Dart 3 
Although the spectral skeletons in the inner chamber are numerous, the good news is they don't do much dam- 
age when they touch you. Keep plugging away with daggers, and run down the walkway to catch a breather if 
they surround you. When you jump to the unlit column, don’t stand at the very edge of the walkway, or you 
may overshoot the mark. Don't stand way back, either, of course, but the landing area is relatively small, and 


the perspective can be a pain. 


The barrel trap is one of those obstacles where it’s best to take some small lumps and quit thinking you can 
leap gracefully up-slope avoiding the barrels. Wait for a set of perhaps four barrels to come out and either roll 
past or detonate; then charge up the slope. Try to leap over the barrel headed your way. When you fall, as soon 
as you regain your footing, continue up the slope the same way. flt most, you'll get tagged three times, and the 
damage is minimal. Do notice our semi-cheater way of getting from the second pad to the third. 


a ate \ 0.6.5: 
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Fight 


ү way along the lower ledge Walk along the upper ledge, disposing Hammer more mutants in the wide- Climb the ledge when you've won the 
and collect the goodies from the of more ninja. Before you p open field, mindful of the perser battle, and don’t overlook that 
chests that appear before back- through the portal, claim the nearby. Huge sections of wall scroll in the hidden chest. 
tracking. Ultimate Sword from the chest. explode to fies more foes. 


wo 


ape 


You must step onto the bridge to draw Instead of crossing the bridge, head 
out the bad guys, but it's probably along the cliffs to discover a check- 

zw to fight fon the area left of point and a nasty barrel obstacle. 

the door. 


s, at 


h 


the third pad is a little easier. 


away with daggers. If, through the grace of the video game gods, you're still carrying a weapon, 
to whack him a bit, but watch out for that tail: He can whip it around at you as you stand in 
it does a ton of damage. Don't get greedy. a 


Finally, the demon has two self-emanating distance attacks—an icicle strafe and a more 
Run and jump when he leans over to issue either, and you should get out of harm’s way wi 


8.4.5. 
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_ The hideous ice demon is tough and Ofcourse, you can’t let him ice you from When the creature rears up, it's about to ‘the monster, open the 
dangerous, but he has his limits. a distance. Pay attention to what call down a hail of snowballs. Time | i Don’t overlook the 
Try to stick close to the cave. - the freak is cing, and you can to beat feet for the safety of the je ledge before leaping 
4 ж м / anticipate its attack form. cave area. di Ser. 
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Check the screenshots for pertinent notes before sliding down the slopes beyond the first boss’s gold key door. 
Ultimately, you arrive at the first of the spin traps. Take heart. It’s never easy, but there is a good way to do 
it—a quick way that might cost you only a life (or two), if you have a knack: Line up with the center row of 
the trap and watch the pattern. The two pads in the upper right reveal when the moment to move is almost at 
hand. The proper time is when all the pads flash simultaneously, spike-side up. That happens after the two 
upper-right pads play out a certain pattern. Watch and see. When all the pads turn spike-side up and flash, 
leap from the very edge of the chasm to the pad in the center. All the pads will flip while you're in midair and 
you ll land safely. From there, jump oh-so-quickly to the center pad near the far ledge, careful not to overshoot. 


The second jump isn't as long as the first, which requires maximum trajectory. from there, jump quickly to 
the target ledge, again with full trajectory. You'll probably get rolled by the closest spiked wheel. If you try and 
come up short of that first wheel—on the narrow ledge—it probably will roll you, anyway, and knock you 
back into the abyss т the bargain. Keep moving forward, and you can regain your footing even if you take a 
hit, and continue quickly to the area beyond the wheels. 


[ 
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Slide down past the geyser, but take Down the second slope, grab a snack Watch the spin traps. When all the — You have only a split-second to reach 
care as you fight. Don't slide from the hidden chest before con- spikes illuminate, іну for the сеп- the third row and jump from there 
down again inadvertently, and tinving through the door. ter pad. It rolls over while you're in to the ledge ер Don't worry 
miss the 1-Up in the chest. midair. about getting rolled on the ledge. 


ee 


You may toke a hit leaping to the Battle your way through the bad guys [реге the vermin in the snowy area, Do nof open that chest! It's one of those 
нормі ledge, but getting there and enter the portal that opens. and continue across the bridge. nasty eis dir traps, and 
and taking some damage is nuc almost certainly will cost you a life. 


able to getting knocked backward. 


x 
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A little caution goes a long way in the final large area before the second of the level bosses. Walk, don't run, 
mindful that the camera will shift as you explore—specifically, when you jump from the lifts to the walkways to 
check two of the chests (the ones guarded by forcefields when you enter). 


The only real obstacle—and it's a hideous one—is another spin-trap configuration. As before, there's a pat- 
tern. Als you study the trap, you'll see that the lowest pad spins, and then the second pad, and then back to the 
lowest one. When the lowest spins to the flat side the second time, hop aboard. from there, watch the pads as 
they flash, leaping from the one you're standing on to the next in line as they turn over. 


flt the next-to-last pad, you actually have to hop straight up in the air once: It will spin all the way around 
while you're in midair, showing the spiked side but turning over to the flat side before you land. From there, 
jump to the last pad in line as you did with the pads below. Fight with your back to the wall along the ledge: 
You don't want to get cheap-shotted off the cli T before claiming the gold key [rom the chest ahead. 


Beyond the locked door, whack the You may as well p it over with...Check Sure, you just can't get enough of the Fight along the ledge above the last spin 


mutants to produce a welcome pair in, and hop along the ledge past spin traps. Study the pattern, and trap. Don't overlook the hidden 
of chests. the smash traps. use a few daggers to correct your scroll before you take the gold 
perspective. key above the slope. 
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Once you have the gold m AN your Ride up and clean out the alcoves, which Through the gold key door on the upper Опе last gigantic ice freak bars the level 
way down to ground level and hold food, a 1-Up, and a ledge...yes, you've seen this exit. His tactics are identical to. 
dean up there, as well. pair of potions. before. the first foe's. 
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F d маша 
And уои thought the Ісу Wilderness was grueling. ОК, the Ісу Wilderness was grueling. But the Cave 
is worse. If it's any consolation, this is the game's final full-fledged level. The Batanaka, following the 
Cave, is the final showdown with the big boss. 

All the stops are officially pulled out. 

The level starts off with a nasty little raft ride, and things only get (much) worse from there. The 
Cave culminates with a boss battle of its own, against Batanaka's right-claw man, the samurai lord, 
Katasaki. Knowing what's ahead as you approach each new obstacle affords you some advantage, 
but there will be some trial-and-error here as you face each challenge for the first time. Be patient, 
especially as you ponder the numerous timing traps. Most of them cycle around, and a studious 
ninja can see patterns forming. 

Ultimately, that is the key to traversing the Cave and having something left for the final confronta- 
tion. Speaking of patience—the raft ride is a one-way trip to lava-land until you see the pattern. The 
big hands hesitate a moment before they slap down. Don't jump too soon. Ride at the front of the 
raft and wait for the hand to fall before leaping straight up. If a hand appears midway down the 
raft, or near the front, run to the back of the raft. You can see the hand as it slaps down, although 
the entire arm is out of view. As it comes down, jump toward the front of the raft. Patience, young 
ninja. Your journey is almost at an end. 
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` Follow the pathway, and expect 

an ambush when -you collect 

the scroll from the chest. 


2. " n FU М 
Моге trouble lies just past the 3. э 3 
checkpoint. Clean up and hop The hands pawing at the plat: 

on the platform in the lava. form, send out deadly shock 

A waves. Be ready to leap as 
they slap the slab. 


+ ‚ка i > Two paths lie beyond the bar- 
A major battle looms when igi rier the key lowers: Double 


you disembark. Food and a back, and take the high road. 
silver key reward your victory. 


№ ca - 2 
6. Jump along the platforms as 
the smashers retract. Time 
your leaps to avoid the flame 
jets, as well. 


8. Drop down to the area below 
and show.the evildoers your 
new blade: 
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em X И 
7:Веуопа the smashers and 

flame jets, fight your way up 

the slope апа claim the 
=>. Ultimate Sword. from the 
chest. 


In the area up the first lift, don't overlook the small trail of 
ledges near where the lift terminates. That path leads to a 
hidden scroll in a chest, and it's pretty easy to claim the 
prize. 

You'll probably want to wait on it if you're going to try for 
the hidden 1-Up, which can be a major pain to collect. It's hid- 
den beneath a smasher, and you have little time to grab it 
and duck back out of the trap's way. If your health is low, of 
course, the risk probably isn't worth the reward. Odds are 
you'll get smashed once in the process, and getting killed for 
a 1-Up is likely a net loss, as you lose magic strength and any 
! weapon you're holding... Still, it's tempting, isn't it? 


Pe ak ON. 
` Hop across the lava quickly 
as the platforms sink 
beneath your weight. 


———— e =- 


checkpoint and head left. 
Once more, choose the high 
road at the path's juncture. 


` From this position, you just 
might be able to shoot and 


Ais. : 3 then collect a hidden 1-Up 
You must stick to the ledges' 


under the smasher. 
edges, and perhaps jump CUM 
straight upto check the timing |. a 


of the flame jets above. e Ж "WAS š 
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13:Веуопа the flame jets, ascend 


| down to spot some small ledges 


* ER ite 
Continue along the shore, 
and fire at the wall to blow 
open a tunnel riddled with 
small geysers. 


inside. 


14: Watch your back as you 


ЖА; 


in the lift. The key you need lies 


ly it to the lock. 
to the right. To the left, look , TEY > 


leading to a hidden scroll. 
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It's easy to overlook the small island beyond the wooden bridge, 
although you must find it eventually to activate the pressure pad 
thereon. 

The uppermost chest on your screen holds a large axe, so con- 
sider your health when you go to get it: The obstacles beyond the 
barrier the pad lowers are formidable, so perhaps it's better to 
wait on the weapon for a few minutes. The lower chest holds won- 
derful triplets—three 1-Ups. Be right on top of the chest when you 
open it, lest some of the prizes float away. 


vee Ix 
?Ó-Near the door on the Java- 
level path, hop. over to the 
island, ready for action. The 
chest near the bottom of the 
screen holds three (count 
'em, three) | 1-Ups. 


tia >` си D 
the rotating .obsta- y 
cle and fight your way down N 


the path on the far side. 
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1% More trouble waits beyond 
the steamy tunnel, which you 
must blast open from the 


fight 
past the keyhole. When you 
claim the key, return and 


№. 
L 
a 


y Stand ever-so-carefully on 
the ledge with the smasher to 


8. Above, battle bad supe ‘and 
bats en route to the gold key. 
Return to the ledge, and keep 


k... м 
First of all, don't hurry off too quickly once you have the first 
gold key. Yes, those bats are making life miserable, but retreat 
to the narrow ledge where you first hopped up and you'll be 
safely out of reach. As each new enemy enters the area, step 
forward and whack him before falling back to the ledge. E 

Three chests appear when the last non-bat bad guy kisses 

the cavern floor. The first two have valuable goodies, but it's the 
farthest of the set that makes the exercise worthwhile: Inside is 
a 1-Up. When you go to apply the gold key, be mindful that it's 
easy to slap it in the lock inadvertently as you fight on that 
ledge. When you use the key, a bridge appears, but it lasts only 


time the uppermost jet. 


a couple of seconds before it falls into the lava. Fortunately, if 
you miss the first try, another gold key chest appears just on 
the other side of the nearby smashers. The next time you see 
this trick, later in the level, it's not so merciful. 


killing bad guys until the last 
one falls. 
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9. Three chests appear when 
the last {ое succumbs. The 
most distant holds a 1-Up. 


E < s 
1. When you apply the gold key 
to the lock, a pathway 
appears momentarily. If you 
don't make. it. across, back- 
track a short distance to 
discover a duplicate key. 


29: Return to the area below the. 
lift and fight your way down 
the path with the small 
lava crack. 


ue парка 


22: Across the lava, fight your 
way to the checkpoint on the 
bridge; then return to deal 
with stragglers. 
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The third chest on the island is a mixed bag. We've opened it and 
found a scroll. We've also had it blow up. Open with caution is the 
moral of that story. The area that the pressure pad makes accessi- 
ble leads to the second gold key, and a trick similar to that of the 
first gold lock: The bridge that appears stays only a couple of sec- 
| onds. But if you miss the bridge this time, you must backtrack to 
4 T where you originally found the second key to try again. Ouch. 


`The chests on the po 

(before you cross the wooden 
bridge) contain | valuable 
magic, but you must work for 
the goodies. 


Fî 


24 From the wooden-bridge 


checkpoint, you might notice 
= а small island in the stream 
of lava. 


27. The pressure pad on the island 
lowers the nearby ledge barrier. 
Watch the timing, and stick to 28. Above, fight for the second 


ee gold key before returning to 
o" y the area. below. Continue on 


EA | the path past the.1-Up island. 
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29. You can cling to the ledges as 30. Again, the gold key creates а 
the huge boulders roll behind bridge that lasts only a 
you and make your way to moment. Don't miss it, or 


the distant walkway. you're in for a cruel back- 
m track. 
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Swinging spiked balls are pedestrian fare to a seasoned ninja 
such as yourself, but they really aren't meant to be deadly 
obstacles. What they do is keep you from backtracking when the 
ground starts erupting under your feet and small volcanoes spew 
lava everywhere. 

In the first area where that happens, you're pretty much 
Stuck. Leap around in circles, careful not to jump overboard, 
| and the lava will have a somewhat harder time targeting our 
hero. As each subsequent area erupts, you have a better = 


chance of falling back and gaining some relief, as the spiked 5- In the next area, get mobile... ^^ At least there's food in one of 
balls don't come into play again for a while. "as the ground erupts with the chests, but you must 
Note that the chest on the small peninsula, where the pres- mini-volcanoes, defeat all the demons before 


sure pad sits, may be booby-trapped. You'd think, given its e — the lockers appear. 


position, that it would hold something good, but such 
is not always the case. 


ASS 


% ow а ў à 
3TBacktrack to the spiked balls  38.When the 


3 


the pathway, 


A T 
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lava stops flying, 


35- Continue along 


PEL <Ç 
36. The pressure pad lowers a 


1 В near th ly N d barrier: ¢ 
out res, ong the ПИВА Нели Monge рат. i e EPS tonic acti М чатом or 
Way, Wary of volcanic activity. There's Ao guarantee. the туса ree to com endwith 


chest isn't booby-trapped. E 


ү! : ox п’ kr: med a 
! You have just enough time to . If you hustle past the spiked 
77 walk to the edge of the plat- | ballsin the first area, you can 


bypass the lava eruption and 
| head straight for the 
demons. 


form and leap before it sinks 
into the lava. 


—— 


E. Expect demon trouble in the 
area below the checkpoint. A 
chest with food. appears 
when you win the battle. 
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4" Leap the sinking platforms en 
route to а checkpoint across 
the lava flow. Expect demons 
to welcome you aboard. 


№ 275, 

5 Fight your way to a high ledge 
above the switchback paths 
and blow open the wall near 
the chest. Take the goodies. 


—  .- 
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41- When you make it past the 
two series-of levitating pads, 
drop down to lava level and 
defend yourself. 


?- This is about as close as you 


E | 


^^ Near the central portal, an 


ULM 


can get to that swinging 
spiked ball. 


I— 


This is one of those areas where patience pays off: It's 
easy to cross the pads levitating on the flame jets if you 
don't take foolish chances. The distance is easy to master, 
| andas long as the destination pad is below the one you 
jump from, all is well. 

In the switchback area, where you use the invulnerability 
statue to traverse the steamy passages safely, be sure to 
open up the tunnel before you grab the statue. It takes 
4 awhile to blow open the passage—by design—so don't use 
even daggers to fight the trolls near the statue, or you'll 
| feel the heat. You must stomp those pressure pads to 
advance to each subsequent area. 


4 Hop along the levitating plat- 
forms (it won't hurt you to 
stand on them) and ride the 
central one up to a high 
ledge. 


46: Return to the levitating pads, 
amd continue in the direction 
you were headed toward. The 
next series. of pads is an 
identical ‘obstacle to the 
first area's. 


> 
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Use the statue of invulnera- 
bility, to hustle along the 
steamy tunnel, and stomp 
the floor pad halfway along 
the path. 


45. 


invisible. statue of invulnera- 


E 


bility waits for an obvious || 
purpose. 
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48: Yes, it's another lovely lava 
ride. You didn't forget your 
timing, did you? 


The light bridges look trickier than they are, especially 

the first set. Study the timing. At the first set, you can leap 
from the ledge, knowing the bridge is about to appear below, 
and run all the way to the far side without having to jump for 


one of the adjacent paths. Of course, you'll want to jump for 


% {һе far ledge as you approach, in case you're lagging a little, 


| but it's not too tough. 


The second set, however, demands that you leap from one 

| bridge to the one beside it about two-thirds of the way down 
the run. As before, jump from the starting ledge (anticipating 
the bridge's appearance) to just make a single sideways leap, 
rather than have to jump twice to cross. 

| Hang onto the silver key you find until you get the gold 
one: A chest beyond the smasher guards the silver lock and 
the scroll therein. Best to save that scroll for when you're en 
route to the big boss and his henchman. 


Y » 


>" Jump as the bridge is about 
to appear. beneath. you, and 
then jump again as. you near. 
the distant area, just in case, 
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55- The lock for the silver- key is 
up and to the left. Go and get 
the gold key. first (to the 
right). 


52.Ореп those 


56. Fight your way 


COMUNE = 

chests-— with 
caution, after demonstrating 
your skills to the local losers. 


down: the 
apparent: dead end апа blow 
open the wall to discover a 
tunnel. 


" 


49-When you disembark fight 
your way up the path to the 
right to avoid the impending 
eruption: 


53: The second series of bridges is 
trickier. You must jump in mid- 
crossing to make the far side. 


3€ The first series. of light 
bridges are a cinch: You really 
needn't use more than one to | 
make the crossing. Ё 


1 | 

54 Fight your way. along the 
lower path ей. route to the 
silver key. 
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ting back out of the area. 


Я" In the new area, head leftand: 58.19 the right, beyond-"the 
ascend in the lift. ae smasher, waits the chest with 
E: the gold key. A door opens 


7" when. you. take. the. prize. 
Backtrack. 


portal. 


' 


AY 
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1 Back in the main area; apply. 
the silver: key to the lock and 
a barrier lowers. Proceed into 
the home stretch. 
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60. Up the lift, a nasty series of 
flame jets. (and two! moving 
platforms) is the last obstacle 
of the sublevel. 


entryway, hop the. spinning 
platforms toward the distant 
smasher. There's à lift-on the 
far side. 


~ 


ur 
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3. Don't go crazy usingrm 
7 on Katasaki: The big battle is 
"yet to come. You can fall over 
the edge of the large plat- 
form if you're not careful. 


Bu. 


Getting that gold key is a pain, no two ways about it. The smashers 
where the pertinent paths lead are merciless, especially the one 
guarding the lift. There are two ancillary pathways we don't provide 
screenshots for; both have semiformidable obstacles, and you'll 
have all the risk you can handle just getting the gold key and get- 


Regarding the smasher guarding the lift: If your timing is off, it 
smashes you and the lift activates. Then it smashes you again as 
you wait for the lift to descend. Very bad. With minimal health, you 
must be very good to traverse the platform and flame-jet obstacle 
comprising the final barrier to your escape. Even with plenty of 
health, you can't afford to stand in those flames. 

The sub-boss, Katasaki, is a tough customer, especially because 
you may fall over the edge of his area. Kicking him overboard, 
sadly, has no adverse effect. Jump in small circles and look for an 
opening to fight hand to hand. Save your magic for the big guy; 
you won't get to visit the store before the showdown. 

Finally, when the battle ends, don't overlook the hidden power- 
ups on the bridge to the exit. There's even a 1-Up closest to the 


Don't overlook the goodies con- 
cedled along the path: Shoot 
behind you as you go to avoid 
triggering any far ahead. Don't 
walk toward the gate until.you 
get the 1-Up at the edge of that 
uppermost ledge. 
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4 Jump small circles around the 
foe and wait for an opening 
to get in some combos. 
Leaping also. helps you. avoid 
the dangerous wave attack. 
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BATANAKA COU 
Е 


HE DEMON HIMSELF COMES DOWN TO PLAY WHEN YOU 


I: DOWN TO THE FINAL — 
PASS THROUGH THE PORTAL AT THE END OF THE CAVE, ONFRONT/ ON—YOU, OR. F 

= PG, aD BN poy 
AND HE'S NOT HAPPY WITH YOUR PROGRESS. AS IN YOUR + 


j š 
га 3 
YU POSSESSION. ODDS ARE THE IG FREAK mi 
TWICE, WW YOUR SPELL PONER, 50 mw e orl D o~ 
e] E SPEE OUR AVAILABLE MAGIC. 
WHILE YOU HAVE THEN. изу — ^ 


d 


OF MAGICAL P. AND m REALLY nor W THAT THING CATCHING 


UP TOYO. nme ine RING. THAT SHOULD 


y 4 ?-^ 
` ОШ, YOUR MAGICAL STORES, 
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VEO Ty EM OU CAN OUTRUN EVEN ICCASIONALLY, THE BOSS 
" URGE C i 'ATANAKA'S HOMING MISSILES ATS OUT OF SIGHT. DON'T 
ы IF YOU STICK TO THE OUTER TP SWEAT IT. 
3 RIM OF THE RING. =: T 
LS 
LEVEL FIFTEEN 


% 


P. £e. Š 2 2 
XA FLOATS UPWARD AND OUT OF VIEW FOR 
y, ‘ xp < 


А MOMENT, HE RETURNS CRACKLING WITH EVIL ENERGY. 


КАШ ТА 


IE CATCHES UP TO YOU, 
KE HIM PAY. THIS IS THE BIG 
E, SO DON’T WORRY ABOUT 

SERVING YOUR RESOURCES 


SAILS, AS LONG AS HE'S FLOATING AROUND WITH HIS CLAWS CRACKLING, YOU 


WANT NO PART OF HIM. 
«$ эрла. 


U MIGHT AS WELL USE 


EN THE LOW-LEVEL MAGIC 


PELL. THE CLOSER, THE BET- 
es eee 
TER. = 


LEVEL FIFTEEN 
y 


XPLOSIVES CAN DEFUSE THE 


CS SUPERCHARGE AND BRING 
M DOWN TO THE GROUND. 
—=—— a e 
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RE, EXPLOSIVES LOOK MORE 

PRESSIVE THAN THEY ARE, 

TERMS OF DAMAGE, BUT 
EVERY LITTLE BIT HELPS. 


4 w 
E 35 Posi dis 
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ANAKA ALSO CAN ROLL HIMSELF 

О A BALL AND CHASE YOU. 

СК TO THE PERIMETER AND 
EAT FEET, OR HE'LL CATCH UP. 
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Е rv BE VERY C000, AND O 
ooe ose BET PRSE BUTA 
mn IST THE MOST DAMAGING WEAPON YOU'VE GT AS ONG AS 


YOU BREAK OFF BEFORE THE COMBINATION'S FINAL BLOW, YOU'LL USU- 


S IN YOUR OTHER TRIPS TO ` 
LL, THE OUTSIDE TI 


ШШ 
180, IF CAND WHEN) THE BOSS ЗЫ 
GROUND, TAKE ADVANTAGE OF THA BRE 
ОЛУТ FORI 
CLOSE МАМКУ AND COMBO mm m 
REMEMBER, THE KICK CONDO SE cn 1 El 


«Lo 


VARIETY. WHATEVER HAPPENS, DONT ш YOURSELF GET KILLED—AS 


INGAME m, № sna TRY YOUR LUCK 


AT THE "T AGAIN y A 
k => š s 
[ «A u 7 EN BATANAKA CATCHES UP 
е Due = e f YOU, TAKE ADVANTAGE OF 
^e JUR BRIEF PERIOD OF INVUL- 
' NERABILITY (AFTER TAKING THE 
Ф ст) TO GET OFF A COMBO. 
LEVEL FIFTEEN 
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ID YOURSELF HOPELESSLY ON THE ROPES—BENT, 
AND ABOUT TO GET TOSSED ON THE BIG DEMONS 
soup HEAP—RBALIZE YOU'LL HAVE TO ш THE и > pl ` 
LEVEL AGAIN IF YOU GET KI TY ; 


PERISH, SPAWN OF vios. 


ce e "HE DEMON IS DEMON IS Na DEFEATED DEFEATED. 
= fon “ш E ^c -— т 


dir pou T N THE START OF THE И 
MENTION THIS KNOWING WHAT AN UNPLEASANT 
PROSPECT THAT CAN BE, AND BECAUSE IT'S ONE, OF 


AT MIGHT A NINJA DO 
H SUCH AWESOME POWER? 


POST-GAME SHOW IS 
IPRESSIVE... 


p T LAST, THE mon WAR- 
R CAN BASK IN THE LIGHT. 
ss ` pem al 
(AND GETTING THAT LAST GOLD KEY... YOW! > OR WHACKING THE A 


BOSS—WELL, WE WOULDN'T HOLD IT AGAINST YOU. jst S452 
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тїн 00: 
STH 0010000 TRY 


OU CAN OBTAIN A TRULY 
HIGH SCORE ONLY IF YOU'VE 
NEVER USED A CONTINUE. 
LEVEL FIFTEEN BEAT THAT, YOUNG NINJA... 


س س ی ی ی 


95 


ы Шш г 


Оу Eidos challenges 
your Imasinat 1011 


The Unholy w: ры les. © 1998 Crystal Dynamics. All resreved, To 


y: rights mb Raider Il, Lara. 
Croft Ма: Shadow o Иа p^ ng Force end trademarks of Core Design. © 1 998 Core, Eidos Interactive and Omikron aro trademarks of 
[ kilo 0009 reserved. PlayStati PlayStation logos are registered trademarks of Sony Computer Enter nt Inc, 


WOIMOIIOL MMM 


М TECENBER 1998 ee | 


TURNER . O'NEIL . WEEMS . SMITH. 


WITCHBLADE™ its logo™ & © 1998 TOP COW Productions Inc. TOMB RAIDER™, LARA CROFT™ its logo and her likeness ™ & © 1998 EIDOS Interactive. 
All Artwork © 1998 TOP COW Productions Inc. All Rights Reserved. 


Electronic Entertainment 


N Complete list of moves 


Y Location of all 
keys revealed 


Every magic 
attack explained 


All hidden treasure 
chests uncovered 


Y Tactics for defeating 
each level boss 


| ISBN O-7b15-1482-1 


B 
| The Prima Logo and Prima Publishing & 
ex ES are Registered Trademarks of 
EY | Prima Communications, Inc. 
hs = 
|9 "78076 1"5 14824 51299 що 


www.primagames.com 


Platform: PlayStation 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us at www.retromags 


7m 
No profit is made from these scans, nor do we offer г 
available from the publishers themselves. 

[f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


